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Ascension; 


An in-deptti look at the year's <<" 
most anticipated sequel’ 
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Warlords 
Darklords Rising 
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You command turn-of-the-century Tanks, a 






Size doesn't matter 
Battleships and Observation Balloons. 


Strategy does! 


They command 200-foot Fighting Machines: 





Its not how big your units are, it’s what you do with them. When the 
Martian war machine lands on the green and pleasant land of 19th century Britain, 
strategy is all you've got. And in this revolutionary non-linear war, You'll need it. 
Deploy your forces anywhere on the map of Britain. Define your missions. Pick your 
battles. Choose your side. Man of Martian, you can lose a battle and still win the war. Maybe. 
It'S your primitive Tanks against their Fighting Machines. Your Biplanes against their 
Flying Machines. Your Observation Balloons against their Xeno-telepaths. 


150 30-rendered units stand between you and Martian domination. 





JEFF WAYNES 
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the original british invasion 








Based on the classic novel by H.G. Wells and featuring a fully remixed 
45-minute score licensed and composed by best-selling artist Jeff Wayne 


“The War of the Worlds" © 1998 Rage Software Limited. All Rights Reserved. Published and Distributed by GT Interactive Software Corp. GT 
is a trademark and the GT Logo is a registered trademark of GT Interactive Software Corp. The Story, script, artwork and logo from 
Jeff Wayne's Musical Version of "The War of the Worlds" © Ollie Record Productions. The musical score from Jeff Wayne's Musical 

Version of "The War of the Worlds" © 1978 Jeff Wayne Music (Publishing) Ltd. Microsoft ® and Windows ® are registered trademarks 
of Microsoft Corporation. All other trademarks are the property of their respective companies. 
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their soul ends up here. 


Heaven and hell collide. 
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Play DOMINION.,.with up to eight others online at 
www.eidosgames.com with MPlayer technology. 
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3 Unique AUEN Seecies 
Whether you command the 
nomadic Terrans, mysterious 
Protoss, or voracious Zerg, 

you must devise totally unique 
strategies to master the 
specialized units, abilities, 

and technologies of each. 


. bs UNEQUALED 


CAMPAIGN EnITaR — 

Construct individual # 

missions or entire 

campaigns with unrivaled 
* __ options and ease. 


GARD 
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WWW. &LIZZARO.COM 


INTENSE INTERNET ComPetTITION 
Challenge the world with FREE* 
© access to Blizzard's Battle.net.” Up to 
8 player Internet support including * 
worldwide player rankings, 
tournaments, and challenge ladders. 
. . . 


REVOLUTIONARY SPECIAL EFFECTS 
Real-time light sourcing, true line of sight, and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. 








MULTIPLE THEATERS OF BATTLE 
Engage in a deadly mix of space combat, 
planetary assault, and covert base infiltra- 
tion. Command Ghost Espionage Agents, 
Protoss High Templars, and Zerg Defilers as 
you seek to conquer the galaxy. . 











Collector's Special Edition Boxes — Each box 
cover features one of StarCraft’s 3 species. 
Available for a limited time only. 
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~ Computer Gaming World 


“Amazing! X00" 


-C/NET Gamecenter.com 


“Star Cratt is the best 
real-time sttalegy game 
| yel seer.” 


-Next Generation Magazine 





“Pure, unadulterated, 
lnhindered fun.” 


Adrenaline Vault 








“plarcratt 16 simply 
a great game.” 


-Dnline Gaming Review 
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* AVAILABLE NOW ON WINDOWS 95/1 CD-ROM 


“Free access to Battle.net requires access to the Internet. Player is responsible for all applicable Internet fees. StarCraft and Battle.net are trademarks and Blizzard is a regis: 
tered trademark of Davidson & Associates, Inc. Windows ® is a registered trademark of Microsoft Corporation. © 1997 Blizzard Entertainment All rights reserved. 
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If you are not getting the 
CD-ROM with your subscrip- 
tion to Computer Games 
Strategy Plus you are miss- 
ing great demos and free 
games every month. You 
can upgrade your current 
subscripion for only $1 more 
per issue. Visa or Mastercard 
are accepted, please call: 
Customer Service 
1.800.283.3542 (US Only) 
1.760.745.2809 (CDN and foreign) 

































































Total Annihilation: Battle Tactics \DEMOS\TADEMO\ TABTDEMO.EXE WIN9S 
Jane's F-15 \DEMOSUANESF15\ F15ZIP2.EXE WIN9S 
MechCommander \ MECHCMDR.EXE WIN9S 
Warlords Ill: Darklords Rising \DEMOS\WL3\ SETUP.EXE WIN9S 
Monster Truck Madness 2 \DEMOS\MTM2\ MTM2TRIAL.EXE WIN95 
Hardball 6 \HB6DEMO\ HB6DEMO.EXE WIN9S 
Descent: Freespace \DEMOS\FSDEMO\ FSDEMO10.EXE WIN95 
Incubation: The Wilderness Missions \INCUBATN\ INCMISSIONDEMO.EXE WIN9S 
Liberation Day \DEMOS\LIBDAY\ LDAYDEMO.EXE WIN9S 
Comanche Gold \DEMOS\COMGOLD\ COMGDEMO.EXE WIN95 
Formula 197 \DEMOS\F197DEMO\ SETUP.EXE WIN9S 
Abyss of Pandemonium \DEMOS\AOP\ AOPDEMO.EXE DOs 

Emergency! \DEMOS\EMERG\ EMERGYUS.EXE WIN9S 
Flying Saucer \DEMOS\FLYSAUCR\ SETUP.EXE WIN9S 
Front Page Sports: Trophy Rivers \DEMOS\TRDEMO\ TRDEMO10.EXE WIN9S 
Jazz Jackrabbit 2 \DEMOS\JAZZ2\ JAZZ2SWF.EXE WIN9S 
Esoteria \DEMOS\ESOTERIA\ EST3PREQ.EXE (3DFX), ESTPREQ.EXE (software) WIN9S 
Barrage \DEMOS\BARRAGE\ BARRAGE.EXE WIN9S 
Warbirds 2.01 \DEMOS\WB201\ LAUNCHER. EXE WIN95S 
Flight Simulation Action Scenery \EXTRAS\FSACTION\, FSACTDEM.EXE WIN95S 
Bass Masters Classic \DEMOS\BMC\ SETUP.EXE WIN95 
Total Annihilation \DEMOS\TADEMO\ TADINST.EXE WIN95 





Enter a violent age of bloody combat and voodoo, where pistols and scabbards defend against avenging spirits and a grisly death. 





THO e want fg An epic graphic adventure coming soon for PC and Mac 
=—| oo So Be 


ESAw  RedJack: Revenge of the Brethren, the RedJack: Revenge of the Brethren logo, Cyberflix and Dream Factory are trademarks of Cyberflix Incorporated. 
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Microprose www.microprose.com 
17,26-27,29,41 Microsoft ‘www.microsoft.com/games 
Fast-accurate-often enlace 
Early E3 news (including Ultima IX, Alpha Centauri, and Godzilla!), first quarter financial reports, Origin and 
Blizzard lawsuit news, and extensive hardware coverage. NRI Schools 
FEATURES on evins 
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Giant interview with Phil Steinmeyer of Pop Top Software, creators of Railroad Tycoon IM includes many Origin www-origin.c2.com 
screenshots available nowhere else. 
rl Piranha ‘www piranhainteractive.com 
The truth and nothing but bid bianca 
Dark Omen, Army Men, Forsaken, iPanzer ’44, Toshinden 2, Hercules & Xena, U.F.0.s, WarBreeds, Starship 
Titanic, Outwars, and more! ReiStomt;—“seneeedtomc 
FORUMS & CHAT ‘oe 








Speak out, speak up 


20-21, 37-39, 57-59 Sierra 
Great discussions on Might & Magic VI, Panzer Commander, StarCraft, Incubation, Soldiers at War, and 3D 


wwwsierra.com 





cards! Hints, tips, and help from our large, savvy group of regular posters. 94-95, 102-103 Sierra 
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TIPS: 


Learn the game, insure your fame. 
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wwewssionline.com 





StarCraft‘multiplayer tips for budding Zerg lords, Rebellion strategies for Darth Vader-wannabes, a Starship Titanic 
walkthrough for galactic travelers, and M1 Tank Platoon II tactics! 
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Free games. ‘Nuff said i La wean 
M1 Tank Platoon II, Hexen Il, Triple Play 99, FireTeam, eine a anise 
Urban Assault, Die by the Sword, Soldiers at War, more! : : 
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The web’s best computer game coverage... every day. 
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It’s either a kick-ass epic adventure 
or your classic love story, 
depending on your aim. 
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Now for the PC. 
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The ancient bloodline was 
embodied 2,000 nears ago 
just outside of Bethlehem. 


1,900 nears later, tts Dark secret 
surfaced inthe small town of 
Rennes-le-Chateau. 





OD OF THE SAC 


GABRIEL Gy \ 
‘CONTENT RATED BY 

ESRB 

. All Rights Reserved. 


OD OF THE DAM 





The technology race 


As new hardware energizes the industry, 
gameplay wilts By Steve Bauman 


COMPUTER 


GAMES 








crowd favorites like 256 color graphics, SVGA, CD-ROM, and full-motion video. The 

latest “big thing” is 3D acceleration. Game companies, realizing that technology is 
easier to market than gameplay, rush to market with half-hearted products to take 
advantage of these emerging technologies. An extremely vocal minority of hardware 
elitists egg them on, vociferously complaining when companies don’t support their 
favorite new toy. The press, never wanting to miss the “next big thing,” jump on the 
bandwagon, following, rather than helping direct, the industry. The only thing lost in 
this rush to adopt new technology is the reason most of us actually play games—new 
and interesting gameplay. 

The hardware elitists are the people who prefer technology to gameplay, the people 
who are more concerned whether or not a game supports 3D acceleration than if it’s fun 
to play. While they would never admit any of this, they're easy to spot—they spend 
more time talking about polygons per second than detailed strategies. They're all usually 
easily identifiable by the number of times they use the term “kick-ass” (hey, let’s have a 
moratorium on this inane saying, OK?). They memorize hardware benchmark results, for 
their own machines as well as the competition. They take sides on the eternal debates: 
Glide vs. Direct3D vs. OpenGL, 3Dfx vs. nVidia vs. Rendition. They'll scream until blue in 
the face why Quake // is better at 800x600 than at 640x480. They move from demo to 
demo (do they actually buy any games?), discussing how the game performs on their 
overclocked, SDRAM-equipped, 100MHz bussed screamer. (They have this habit of 
describing their hardware in excruciating detail, no matter how irrelevant it may be to 
the discussion.) However, they’re never happy with their machines and are always look- 
ing for an extra unit of frame rate, another MHz of power. 

The industry also is more than happy to focus on technology. Gameplay is abstract—a 
screenshot says everything you'd ever want to know about a game'’s visuals, but trying 
to explain a fantastic Al design requires creativity. If a company can release a “technolo- 
gy demo” on the Internet (they used to call these things public beta tests, but the new 
term is much sexier) that shows a certain degree of technological prowess, they're virtu- 
ally guaranteed months of discussions, and perhaps some anticipation of a game's 
release. (There seems to be a correlation between a game's technological prowess and 
its anticipation level.) 

The role of the press is perhaps the most depressing, because we're supposed to be 
on your side. Instead, we often find ourselves describing products solely in terms of its 
technology in both reviews and previews. Again, this is due in part to a lack of creativity 
on our part, but there's also an industry-wide reluctance to discuss that great abstrac- 
tion, gameplay. Still, any good journalist has a duty to present a balanced story to the 
reader. We can do better. 

Having seen my own fair share of ground-breaking technology, it’s tempting to get 
caught up in the buzz. It’s safe to say that everyone, from the most jaded gamer to the 
most cynical member of the press corps, loves the fabulous graphics the talented pro- 
grammers and artists are able to pump out of today’s hardware. No one is immune to 
the lure of fast and attractive 3D accelerated graphics. We constantly fight with our- 
selves to remember that there’s more to gaming than pretty pictures. (There is some 
irony that these same hardware elitists laugh off a game like Myst as nothing but a 
bunch of pretty pictures while themselves lavishing untold affection on the visuals 
found in games like Quake // and Unreal.) 

However, in focusing solely on the technological aspects of entertainment software, 
we're assisting its decline into technology demos masquerading as games. Despite all of 
the temptations it presents, we need to make sure we never forget that technology isn’t 
the game—it merely serves the game. It’s the difference between Shadow Master and 
Jedi Knight, or Conquest Earth and StarCraft. Some developers seem to have lost the dis- 
tinction between the two things, and gamers may be next. = 


E very few years, a new technology energizes the industry. Past energizers included 
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We use HyperSnap DX exclusively to capture screens from 


Windows 95 games (it works with DirectX). It’s available from 
Hyperionics, www.hyperionics.com. 
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Intense real-time tactical combat 


Russell Hancock 





AKA. 


Inferno 





Nationality 


British 





Primary Skill 
Background 


COMMANDOS: Behind Enemy Lines and Eidos Interactive are trademarks of EIDOS Pic. © 1997-1998 Eidos. All Rights Reserved. 





Explosives/munitions 


Very quiet demeanor. 

Keeps to himself. 
Explosive temper can result 
in unpredictable behavior. 
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Sir Francis Woolridge 





AKA. | Duke 





Nationality | British 





Primary Skill | Marksman 


Background 


Cold and calculating 
character. His commitment 
to the team intensified 
after his sister was killed 
in a German bombing raid. 





Name | Jerry McHale 





A.K.A. | Tiny 





Nationality | American 





Primary Skill | Use of blades/close combat 


Background | Extremely violent temper 
when provoked. Loves to 
read poetry to relax. 
Afraid of dogs. 
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Sid Perkins 


24 missions throughout Europe and Africa 


Rene Duchamp 








A.K.A 


Tread 


Spooky 








Nationality 


American 


French 








Special Skill 


Background 


Vehicle mechanic/driver 


Mistrustful character. 
Has poor relationships 
with teammates. 
Loves a fine Cuban 
between raids. 


Background 


Linguist 


Aside from an absolute 
hatred toward Nazis, 

quite an amiable character. 
Speaks five languages fluently. 
Great with women. 





Name 





You're in control— 
Commandos work for you! 


James Blackwood 





A.K.A. 


Fins 





Nationality 


Primary Skill 


Australian 


Champion swimmer/sailer 


Background 





Dissolute character. Vows to 
have alcohol problem under 
control. Could figure out a 

way to make an anvil float. 
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Hey hot shot, you're dead because you didn’t think. To save the Earth in Urban Assault’ 
you must manage your resources, upgrade your technologies, control your squadrons, and deploy your troops 
using an interactive map. All this at the same time you're shooting everything in sight. 
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It's the perfect blend of action and strategy that you can make even more aya ‘gs é 
challenging with multiplayer capabilities. So use that gray matter. Or you'll lose it. /' A L 
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GameStorm-y weather 


Navigating the rough waters of online gaming—By André Vrignaud 














Air Warrior Ill on GameStorm now supports 3D hardware acceleration 


ricing models for online gaming have 

always been of concern to consumers as 

well as to the industry at large. As such, 
we've seen almost ideological battles over which 
service type is best, and over the benefits each 
brings to the consumer. As these battles have 
.taged, the services have shifted their thinking a 
few times. One of those shifts created 
Storm, which is what we'll be looking at 
column. 

GameStorm is a collaboration between 
Kesmai and SegaSoft’s HEAT.NET. Kesmai and 
SegaSoft originally launched GameStorm with 
the basic idea that it’s expensive to run an 
online gaming service, and that it was necessary 
to charge something to cover those costs... how- 
ever, it was also considered important to give 
value to the user. To this end, Kesmai pulled 
together a great deal of content, including their 
large scale multiplayer games, HEAT. 
port for action titles, and GameSpo. 
content, and offered unlimited use of all of this 
for $9.95 a month. 

We had an opportunity to speak with Chris 
Holden, the CEO of Kesmai, and asked him for 
his thoughts on some topics. To start, we asked 
him his thoughts on how GameStorm had done 
to date, along with how the industry as a 
whole stands. 

“It will be a very long time before we know if 
it is possible to have a viable multiplayer games 
business on the web,” he says. “Over $100 mil- 
lion has been lost thus far by the companies 
attempting to pursue some form of multiplayer 
gaming online. The main problem is that CD- 
ROM matchmaking, which is free all over the 
net, has been marketed as ‘multiplayer’ gaming, 
and in our view it simply is not. We believe 
‘true’ multiplayer gaming to be online-only, true 
client/server (unhackable), deep, immersive, 
persistent ‘worlds’ that can support hundreds or 
thousands of participants simultaneously. [...] It 
is totally different from what the ‘dating ser- 

i such as TEN, Mpath, and the Internet 
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Gaming Zone offer. Those 
services must be free 
because the matchmaking 
they provide is free all over 
the Internet... They are 
hoping advertising will sup- 
port their businesses, but the 
plain fact is that advertising 
can supply only about 10% 
of the revenue they need to 
survive. We are approaching 
this very differently ying 
to our customers from the 
get-go: ‘We are going to pro- 
vide you with something of 
real value that you can’t get 
anywhere else, and we 
appreciate that you will pay 
a modest price for this 
value.” This is working great so far, and we will 
stick with this philosophy.” 

Obviously, GameStorm believes very strongly 
that the future of online gaming lies more in 
the large-scale online environments than in 
peer-to-peer games. Considering Kesmai’s strong 
large-scale game background (with titles such as 
Air Warrior, Aliens Online, and Multiplayer 
Battletech), this isn’t particularly surprising. 
However, we were curious as to what Holden 
thought about some of the other services, and 
what they offered. 

On TEN, Holden said, “Great first move 
toward leagues with [the] PGL, though my 
opinion is that due to its highly exclusive ‘pro- 
fessional’ nature, it will remain very small. In 
general, TEN is a matchmaking service, and has 
no choice but to offer this service for free and 
hope that someday advertising will support 
such a business. 

Of course, TEN is currently charging for 
some of their content, 
but I'd have to agree 
with Holden that long- 
term, most of TEN’s 
matchmaking content 
will be free. 

Holden on Mplayer: 
“Same as TEN— 
matchmaking only, 
hoping for advertising 
revenue to arrive 
pronto. They are mak- 
ing some noises about 
beginning to offer 
massively multiplayer 
persistent worlds 
games, but I don’t see 
how they'll do it. 
Developing the mas- 
sively multiplayer 
platform (what we 
call Aries) takes five 
years and twenty to 



































thirty million dollars.” 

And finally, on the free services he has this to 
say. “These are specifically designed to support 
network/matchmaking play of CD-ROM titles 
developed by these publishers. They are not 
,’ per se, and will not become full ser- 
vices. They are designed to be as simple and 
inexpensive to operate as possible, because they 
are pure cost centers, operating under the theo- 
ry that offering a dedicated matchmaking site 
for a specific CD-ROM title will enhance sales of 
that CD-ROM title enough to offset the cost of 
operating the matchmaking site. It remains to 
be seen whether this model is sustainable for 
these publishers. a side-note, Blizzard 
recently announced that their battle.net costs 
are now completely supported by advertising 
revenue brought in from the site. 

GameStorm’s pricing structure is definitely 
attractive, and over time it's hoped that the 
large-scale online worlds that Kesmai does so 
well continue to evolve and draw in more peo- 
ple. If the games are good, the people will 
come... and after all, the price is right! = 























GameStorm’s web interface is very 
reminiscent of Mplayer’s 





Aliens Online is one of GameStorm’s new movie-inspired titles; 
look for Godzilla Online 










| KNOW Wt 









4 SI es 
: rene 
rN I> Pe 


it KNOW WHERE TO PLACE MY HOST STATION. - 


Ld 











| SAW A MYKONIAN CUBOID FORMATION. 








JY 
2 








‘ | KNOW WHICH SECTORS ARE SECURE. 3 
oe . 
say 4 xi : << ay i 
; \ 
pone Gove 


iy mastermind, you're dead because you didn’ t get your hands dirty. 
In Urban Assault)” you have to battle on the frenzied front lines at the same time 


I'M BEING SMART ABOUT MY MOVES. 





Use your map to deploy your troops and jump 
into any of 15 different types of vehicles. 








Create your squadrons and set their level of 
aggressiveness to defend, attack, or raid. 





Battle 5 unique alien and finan enemy Ca é 


you're strategizing the entire war. Of course. your years studying at military 
school will come in handy, but to win. you better warm up that trigger finger. R Ta 
Shoot your browser over to www.microsoft.com/games/urbanassault. 


1998 Microsott Corporation. Al rights resefved. Miccosott acd Urban Assault ae eithes registered tratemarhs or trademarks ot Microsoft Corporation in the US. andisr ather countries 
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iS NOW GOLD, 
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THE FLIGHT SIM OF THE ¥; 






‘Flight Sim of the Year—P¢ Format 


Comanche® 3 is the Winner of Multiple Awards: 





e NEW 
e NEW 
e NEW 
e NEW 
e NEW 
e NEW 














e NEW 
e BONUS 


e INCLUDES 


Original Comanche 3 Owners: Upgrade to Comanche Gold and Receive $15.00" Back from NovaLogic 
(see store for details or visit our web site at www.novalogic.com) 





© 1898 NovaLogic, inc. Comanche, RAN-88 and Novalogic are registered trademarks of Novatogic, inc. a is a0 
U.S. Patent # 5,625,759 and 5,550,859. All other trademarks are the pronerty of their respective owners. 
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Kinder, gentler gaming 


How to get more people into the strategy genre—By Scott Udell 








Sorry!, one of Hasbro's board recreations; “traditional” boardgame conversions like 
this are one way to introduce non-computer gamers to computer strategy gaming 


column in the June issue (No. 91, “Old 

designers never die: Where's the ‘young 
blood’ in computer wargaming”), and while it’s 
too early to say, things are a tad disturbing, at 
least from the wargaming front: only a few of 
the respondents so far are actually younger 
wargamers (ironically, their responses have 
been some of the most cogent), while many of 
the rest are old farts like moi who said they got 
their start in wargaming when they were young 
(which was exactly my point). Of course, it’s 
still early, and this is about as far from a statisti- 
cally accurate survey as you can get, so who 
knows whether conclusions can be drawn or 
not; nevertheless, much of what the respondents 
have said is interesting, and I'll cover it in a 
future column once responses have stopped 
coming in. 

But this all ties in with something I’ve been 
pondering a while, how people get into strategy 
gaming in general. It is certainly a popular 
genre; at last year’s E3 show, the Interactive 
Digital Software Association (IDSA) handed out 
a report that showed strategy as potentially the 
biggest genre on PCs (although strategy, action, 
and adventure/RPGs are all pretty close), and 
on our own website Computer Games Online 
(www.cdmag.com), strategy and action trade off 
as the most popular genres (measured by hit 
count). Still, a lot of gamers in the past have felt 
isolated from strategy gaming, especially the 
more violent games of the genre (which have 
increased in recent years). But there are plenty 
of games, typically poo-pooed by the hardcore, 
that are both less violent and, coincidentally, 
serve as a good introduction to the genre. 

Games from Hasbro are a great example. Go onto 


I ‘ve begun to get some responses from my 
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a Usenet forum like comp.sys.ibm.pc.games.strategic 
and discuss a Hasbro game (except maybe Risk 
or the upcoming Axis & Allies) and you're likely 
to take some heat from the hardcore. 
Nevertheless, these games are a great way to 
bring someone into computer 
strategy gaming—who hasn't 
played Monopoly at some point? 
They're familiar, which is good; 
even better, the computer versions 
often offer something extra, 
maybe slightly more complex— 
and once a new strategy gamer 
has taken them on perhaps they'll 
be ready for something closer to 
the hardcore of the genre. And I 
assume it’s working in some fash- 
ion—Monopoly has been on the 
best seller lists since it’s introduc- 
tion nearly three years ago (and 
this is the same version—no 
Monopoly Gold or Monopoly I. 
True, plenty of folks never move 


game forms. For example, I’ve played through 
several missions of the thoroughly cute Planet 
Blupi (from Swiss developer Epsitec, published 
in the U.S. by Telegames). For any regular 
player of real-time strategy games it’s a cake- 
walk—the first ten of 30 missions took only an 
hour or so to complete—but it’s a great way to 
introduce someone to the concepts of RTS 
games, It is also basically “kid friendly,” some- 
thing that’s a bit of a double-edged sword: on 
the one hand it’s very low violence, but it may 
also be a bit too “kiddy-oriented” for an adult 
to swallow, even if they need its simplified 
nature. Perhaps someone should consider a 
low-cost, but simple introductory game that a 
prideful adult wouldn’t be embarrassed to play. 

Lastly, there are the games that aren’t nec- 
essarily simple, but are non-violent. Even 
though it’s a misuse of the term “strategy,” the 
genre can and does encompass non warfare- 
oriented games. SimCity is perhaps the most 
famous example of this, although games like 
Railroad Tycoon and it’s upcoming sequel cer- 
tainly rank up there too. Indeed, games like 
Railroad Tycoon II or the upcoming 3D 
Railroad Master from Abracadata, games 
which encompass another theme (trains in this 
case) can also draw fans from whole other 
interest areas into strategy gaming... I say the 
more the merrier. @ 


Planet Blupi, an RTS game with heart—a mostly non- 
, violent way to introduce kids to strategy gaming 





beyond Monopoly, but that’s 
OK—they’re still in the genre, and 
many of them (especially younger 
folks just getting started in gam- 
ing) will move on to more com- 
plex games when they may never 
have without the introduction 
provided by a game like Monopoly 
(Hasbro games act, in essence, 
like a Deer Hunter for strategy 
gaming—see Steve Bauman’s 
Upfront from last month’s issue). 
Another way to get new strate- 
gy gamers is through simplified 
versions of currently popular 





3D Railroad Master (arguably more a sim than a 
strategy game) is an example of the non-violent side 
of the genre that is nevertheless attractive to adults 





To build the mighty Aztec Empire... 
you are going to have to make some 
Ye(aatilaas 





Rise of the Aztec Empire 


REAL-TIME STRATEGY INTERACTIVE Veg 
id 


Visit your local retailer, call 1-800-789-1534 or visit 

www.imagicgames.com for additional information. E . 
Interactive Magic 

P.O. Box 13491 

Research Triangle Park, NC 27709 











Charge headlong into the complete Total Annihilation” universe 
and you'll immerse yourself in one of real-time strategy’s most 
explosive sagas. Through all three chapters, you'll dominate over 
100 maps with 250 different units to produce massive wreckage- 
filled battles and quick explosive skirmishes. Pile on full 3D 
environments, explosive multiplayer 

capabilities and most importantly fast 

and easy gameplay and you're wa & aa 
crushing the universe with “...the new 1 
king of real-time strategy games.” * T 0 I on 
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FESS -PC Gamer On-Line, Reader's Choice Award 
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The Core Contingency 
The second chapter in the world's 
most explosive strategy saga! ne 
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STRATEGY IS EVERYTHING 


Total Annihilation: Battle Tactics’ 


Dive right into a new batch of quick missions for the world’s most 
explosive strategy game! Total Annihilation: Battle Tactics features 
smaller, quicker battles to satisfy that nagging Total Annihilation fix. 
Blast through 100 rapid-fire ambushes where the action is fast and 
furious. New maps provide fresh opportunity for ambush. Varying 
degrees of difficulty give new Total Annihilation players a chance to 
learn the ropes while offering advanced players a new challenge. 
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Mainstream marketing 


Adventure gaming corporate style-By Cindy Yans 








truck. Next Day Air. Printed on its lid w 

circular, bronze, studded plaque, imprinted 
with mysterious symbols. Its return address was 
in Atlanta, GA. Terrified to open it, I called 
security. “Unidentified package. Looks suspi- 
cious. Send bomb squad.” But before they 
arrived, curiosity set in. I lifted the lid, and 
there it was: A 20 oz bottle of Cherry Coke; and 
one, no, two game CDs; and press information 
in an exotic brown font on expensive-looking 
parchment: “Embark today on an intriguing 
quest across the lost island of Alanna to solve 
the mysteries of an ancient civilization.” 

Cherry Coke? Was the game going to make us 
thirsty? Finally it sank in. The Coca-Cola 
Company was not only supplying the beverage, 
they were supplying the game. Perhaps this 
shouldn't have been surprising, but a mega-cor- 
poration like Coca-Cola moving into game pro- 
duction? Sure, Mattel and Hasbro and, gulp, 
WizardWorks (!?) have done their part in feed- 
ing games to the mainstream of late, but what 
does Coca-Cola feel they have to gain from 
game production? Oh, of course. Marketing. It 
doesn’t get more mainstream than this. We can 
now await AT&T’s “Reach Out and Touch 






I t appeared mysteriously one day. In the UPS 


Someone” 3D combat game. 
The Lost Island of Alanna is an 
adventure/puzzle game that is being distributed 


















Achess puzzle in disguise 
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to the masses as freeware. 
You can get it at supermar- 
kets, you can get it through 
Cherry Coke sampling pro- 
grams, you can get it 
through local bottlers, you 
can download it from 
www.cherrycoke.com, or you 
can be one of the (get this) 
more than 700,000 lucky 
recipients who are being tar- 
geted through direct mail. 
They may even make fine 
coasters like AOL disks. 

I spoke with Cherry Coke 
brand managers Tim 
Halloran and Mart Martin in 
Atlanta to see what led to 
their decision to produce an 
adventure game. “I think you're going to see 
that computers and the Internet are an emerg- 
ing trend [think so?], says Halloran, “and we 
have found that the bulk of our consumption 
comes from kids 12-18. Since we know that that 
consumer spends a large amount of their time 
online, and playing computer games and surfing 
the net, we thought, ‘Wow! what a great way to 
hit our consumer by utilizing the net and doing 
something that they enjoy doing.” 

Together with Dale Leary and his team from 
Fusion 5 Innovation Marketing, 
they produced a small adven- 
ture game that is a little bit 
Myst a little bit Qin and a little 
bit under-budgeted—which 
shows, but hey, the game is 
free. It’s a small bit of good 
will from the Big Boys in 
Atlanta who have identified the 
group that is slurping up all of 
their sugar and caffeine (Diet 
Cherry Coke is not a part of 
this promotion). 

“If you're looking for help 
solving the puzzles in the game, 
the first thing that will help you 
are specially marked 20 oz. and 
one-liter bottles of Cherry Coke. 














Collect as many of these as you can, because 
different clues are on different bottles...” 
However, Calloran promises that no overt or 
subliminal “Drink Coke” messages appear in the 
game. Another thing that will help you is visit- 
ing the Cherry Coke website. Here you will find 
a clue-filled Standlake University journal which 
contains excerpts from a study about Alanna (a 
fictional island created by the designers, but 
based on other civilizations that existed during 
the time of the Babylonian empire). 

Most puzzles are the “get through the barri- 
er” variety, and (to elucidate for the squeamish) 
include chess-type puzzles, and sliding tile puz- 
zles. The game has no music, limited sound 
effects, and a four-direction-per-screen-three-of- 
which-usually-go-nowhere “navigation system.” 
Install Shield runs every time you insert the 
disk, and there are numerous software glitches 
and an occasional crash. So download the patch 
immediately. But again, you can’t complain. 
They've sent it to you free of charge. They’ve 
sent you /wo of them. One for you and one for 
a friend. And if you’re 12-18, and not a hard- 
core gamer, you might even enjoy yourself. 

Designer Dale Leary hinted that Coke’s 1999 
project will be a real-time strategy game. 
Although this was not wholly confirmed by the 
brand managers, we can just picture The Hand 
of Coke vs. P.E.P.S. 
with little Coke and 
Pepsi cans moving 
along waypoints 
through a sea of cola. 
The three liter size has 
plenty of hit points, and 
can take out those alu- 
minum six packs with a 
single blow. And when 
you poke them with the 
cursor, they say stuff 
like, “Coke is it.” “Coke 
is it.” “It’s the real 
thing, baby.” a 
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Winner: Killer Game Award, The Cheater’s Guild out of 


66 Cyberstorm was a great game and Cyberstorm 2: Corporate 9) 
Wars takes the premise to a higher level. Real-time or turn- 
based play and dynamic mission generators for infinite 
replay value — it just doesn’t get any better than this.?” 





Winner: fraitors Choice, All About Games 


95 66 Dynamix has got a real winner on their hands. Cyberstorm 2 is 
1% of positively awesome! With over 170 weapons (Clave Mante)c-Wa dar-1ame10)0) 
ov weapons plus devices), the ability to engineer your own Bioderm, 
100 the non-fixed research tree, and all the new chassis to play 
around with, and the dynamic campaign engine, plus multi- 
player capability, Cyberstorm 2 has nearly infinite replayability.?” 


More, Much More... Gameren 


66 Break out the Bioderms and churn out the chassis, the war has 
begun anew in Dynamix’s upcoming strategy game, Cyberstorm 
2: Corporate Wars. This sequel to Missionforce: Cyberstorm still 
allows players to create pilots, configure their HERCs and engage 
in turn-based conflicts, but now there’s more. Much more. ?? 


Up the Wazoo rc Games 


66 Here's where Cyberstorm 2 gets interesting. While you don’t have to 
fiddle with it, this game has customization up the wazoo. In the factory 
where you build your HERCs, you can tweak the specs to your heart's 
tent! Normally, the computer Al would han Bie , but i 
<- / nce, you ¢ nore : 





The critics agree. Cyberstorm 2: Corporate Wars is the ultimate game of mass 
destruction and total control - for gamers who love deeply-layered strategic warfare. 


The critically-acclaimed sequel to Missionforce: Cyberstorm, Cyberstorm 2 is a double- 
barreled combination of intense tactical action and more opportunities for 
customization than any other game of its kind. And it’s the only game 

around that gives you a choice between turn-based and real time play. 


You can’t lose with Cyberstorm 2. But don’t take our word for it. 
As Marcus Sears of A// About Games put it: “I strongly recommend 
Cyberstorm 2 for every strategy gamer. It's got that 

‘Just one more mission’ quality that keeps you 

playing until the wee hours of the morning.” 


Turn-based 
and real-time 
gameplay. 












Visit your software retailer or or call 


1-800-757-7707 
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Design and grow 
your Bioderms. 


Customize your pilots 
to match your favorite 
battle tactics. 
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Before its time 


A dual-use phrase for the sim community—By Ben Chiu 














The point-and-click cockpit of Jane’s F-15 helps tame much of the complexity of a real F-15E 


he phrase “before its time” is one of 

those clichés that traditional diametrical- 

ly opposed professions such as ad agen- 
cies and critics tend to (over) use. It’s proba- 
bly because the phrase by itself has dual 
meanings—to praise forward thinking or 
scorn premature introduction. For an example 
of the latter, last month I hinted at releasing 
software before it’s ready. An illustration of 
the former would be a sim that’s too advanced 
for today’s level of computing horsepower. Of 
course depending on which side of the time 
scale you stand on, the phrase in question can 
be taken as a compliment or harsh criticism. 
As with most things, there're additional simu- 
lation facets that can be described by this 
same three-word phrase. However, their 
meanings may not be so clear-cut. 

It’s probably pretty obvious to even the 
most casual sim fans that simulations which 
model yet-to-be-produced or presently emerg- 
ing aircraft rely quite a bit on speculation. 
The data that’s used to model features such 
as flight parameters and advanced weapons 
systems may not even exist at the time of 
development for the simulation. But what 
many fail to realize is that even with existing 
aircraft and weapons systems in current mili- 
tary inventory, much of their performance 
abilities are still classified (real “I could tell 
you, but then I'd have to kill you” stuff). 
Surprisingly enough, a good example of this 
is something very generic to modern air com- 
bat sims—missiles. Just about everything 
about missiles including related detection 


COMPUTER GAMES 





avoidance doctrine, range, top airspeed, 
maneuverability, spoofing and jamming tech- 
niques (especially ECM—Electronic 
Countermeasures) as well as reliability (prob- 
ability of success/kill) are still officially classi- 
fied for many of these weapons. As you might 
imagine, replacing a few of the missing tidbits 
of performance data could critically alter a 
simulation’s experience. 

Although this is clearly a case of some sims 
existing before their time, in this case it’s 
actually a good thing. As battlefield technolo- 
gy marches on, it wouldn't 
be unreasonable to believe 
that missiles may soon (of 
course assuming that the 
AIM-9X hasn’t already) reach 
near perfect performance. 
What fun would modern 
combat sims be if 99.8% of 
the missiles you let off the 
rails kills its target? While 
advanced anti-radar detec- 
tion techniques and super- 
gizmos should offset any 
deficiencies in gameplay 
over “conventional” sim mis- 
sile modeling, until this type 
of information becomes 
unclassified such lapses in 
realism actually increases 
gameplay. Considering that 
simulations pride themselves 
on realism this shouldn’t sur- 
prise any of you because 











realistic or not, the bottom line is if the sim 
isn’t fun most people won't play it. (Keep in 
mind that “fun” is often attributed to different 
things for different people.) 

On another front, one of the latest trends 
in flight sim features these days is the point- 
and-click cockpit. Flight Simulator 98, iF- 
2v.5.0, and F-15 are just a couple of recent 
titles to have this advanced feature. 
Unfortunately what's become clear is pointing 














and clicking around with a mouse is one of 
the most unnatural things a sim’er can be 
asked to do in their virtual cockpits. (The 
majority of us are still amazed by those who 
can fly well using only a mouse and key 
board!) Once a simulation asks you to grab a 
mouse, it takes you right out of the sim 
(thank goodness we usually always have the 
option of using compound key command 
instead). As Kesmai’s Jonathan Baron put it, 
it’s the job of simulation designer to try and 
create a seamless world. Once you ask the 














user to do something that’s not part of that 
world, you've destroyed the illusion. 

The convenience of a pointing and click- 
ing is obvious, but until touch screen moni- 
tors become commonplace and, for instance, 
using your finger to press an MFD (Multi- 
Function Display) push button become: 
sible, using a mouse for these actions is actu- 
ally a step backwards. That's because it 
makes the process more complicated than it 
is in real life. Of course simulatior 
chock full of such hardware interface limita- 
tions and products like Saitek’s PC-Dash help 
fill the gap, but perhaps something like 
Jeppesen Sanderson's (the company equiv 
lent of a Thomas Guide for aviating the 
skies) simulator hardware is the future—but 
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only time will tell. = 





As simulators become more and more complex, hardware 
similar to Jeppesen Sanderson’s FS-200 simulator may 
become essential to the simulation experience 


Odds of, landing this riovert 10to 1. 


ey: loads of fathering children afterwards: 1,000,000 to 1. 
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otal Annihilation has been 
T heralded as one of the 

few Clone & Conquer 
titles that have actually been 
really good, or at least, really 
popular. TA brought many 
new options and features to 
the genre, one of the most 
important being the use of 3D 
terrain and units. This demo 
gives you a taste of some of 
the new missions and maps 
available in Cavedog’s new 
add-on, Total Annihilation: 
Battle Tactics. 


REQUIREMENTS 


Windows 95,133MHz Pentium or 
higher, 16MB RAM 

Cavedog Entertainment « 
www.cavedog.com 

Technical Support: 425-487-0505 
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KEYBOARD CONROLS 
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REQUIREMENTS 


REQUIREMENTS 


Windows 95, 133MHz Pentium, 16MB RAM 
MicroProse * www.microprose.com 
Technical Support: 510-522-1164 


echCommander is the highly antici- 
M pated real-time strategy offering 

from MicroProse, based on the 
Battletech™ Universe. You're in command of 


a unit of 
MechWarriors, 
assigned to 
retake the planet 
Port Arthur from 
rival clan Smoke 
Jaguar. Up to 24 
mechs can be 
involved in battle 
at once, and 
there are over 30 
different mis- 
sions to choose 
from in the full 
retail version. 


The demo includes two unique missions to 
give you a taste of MechCommander's tacti- 


cal gameplay. 





Descent:  FreeSpace - The Great War 


Jane's F-15 


roduced by Andy Hollis, of F15 Strike 

Pp: and AH-64D Longbow fame, 
Jane's F-15 is one of the latest combat 

sims from Jane's 

Combat Simulations. 

With incredibly detailed, 

realistic graphics and 

avionics, F-15 is on the 

leading edge of tech- 

nology for PC flight 

sims. This demo is a 

small taste of what to 

expect from the full ver- 

sion, and lets you fly 

one single mission. The 

default settings are for 

casual flight. 


REQUIREMENTS 


Windows 95, 133 MHz Pentium (with 3Dfx card), or 
166MHz Pentium (without 3Dfx card), 16 MB RAM 
Origin - www.origin.com 

Technical Support: 512-434-HELP 


CGCDROM INSTALLATION INSTRUCTIONS 


hands when they released the original 

Descent. After a successful sequel, they 
now hope to take the battle out into space, 
with Descent: Freespace - The Great War. Not 
only will you be able to fly spacecraft in 
ship-to-ship combat, but you'll be able to 
command your flight in this epic space bat- 
tle. This is a three mission branchable demo. 


REQUIREMENTS 


Windows 95, 166Mhz Pentium, 16MB RAM 
Interplay  www.interplay.com 
Technical Support: 714-553-6678 


| nterplay had an instant classic on their 
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© 1998 Broderbund Software, Inc. All rights reserved. Warlords is a trademark of SSG. Reign of Heroes, Darklords Rising and Red Orb Entertainment are trademarks of Broderbund Software, Inc. 


> 





Go there. It is your last hope to conquer the truly wicked. www.warlords3.com 


IN pall of unspeakable evil, merciless slaughter 
and unbridled destruction has fallen across the 
Realm of Etheria. The servants of evil, the 
Da rklords, spread 
like a contagion 
across the land. 
Wall you he able to 
stop their unholy 
juggernaut? 

Welcome to 
Darklords Rising, hate we 
the greatly anticipated sequel to Warlords IIL: Reign of 
Heroes, 1997's turn-based strategy game of the year. 





Discover the bigger, deeper, darker universe of 
Darklords Rising: 
«4 entirely new campaigns and 15 new scenarios 
* 30 new army types for a total of 112 
* 5 new uniquely skilled heroes for a total of 15 
* 9 new multiplayer games including Capture 
the Flag, Fortress and North vs. South 
* More challenging, adaptable and aggressive Al 
. Fully functional map, item and campaign editor 
* Bonus: Includes original campaign and scenarios 
from Warlords IIT: Reign of Heroes 
In short, more adventure, deeper gameplay 


and fewer chances for survival. 
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REQUIREMENTS 


Monster Truck Madness 2 


icrosoft is following up on their suc- 

M cessful Monster Truck title, with 
Monster Truck 

Madness 2. They've 

updated the 3D graphics, 

included more tracks, 

more trucks, and added 

different weather condi- 


* tions. The full version of 


Monster Truck Madness 2 
also includes all of your 
favorite trucks from the 
original. This demo 
includes four trucks and 
one track. 


sal ro 


z 
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Warlords III: Darklords Rising 


turn-based fantasy strategy series called Orc Attack. 
ever. Now Red Orb Entertainment is 
releasing their expansion pack Warlords Ill: REQUIREMENTS 
Darklords Rising. This add-on includes 4 Windows 95, 75MHz Pentium or higher, 16MB RAM 
new campaigns, a full map, item, and ter- Red Orb Entertainment 
rain editor with 15 new spells, and 30 new 


Wes has been one of the great units. This demo includes one scenario 
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comm Hardball 6 


The Hardball series has been around for 
quite some time, and now Accolade is 
hoping to breathe 
some new life into it. 
Some of the improve- 
ments come in the 
form of a totally new 
3D game engine, and 
for the first time, MLB 
and MLBPA licenses. 
With the ability to 
track stats throughout 
a players career, and 
play consecutive sea- 
sons with a draft, 
Hardball 6 is pulling 
out all the stops to vie for the top base- 
ball sim spot. 






















Incubation: The 
Wilderness 


Incubation: The Wilderness is an add-on pack, 
for Blue Byte’s tactical strategy game 
Incubation: Time is Running Out. 

Windows 95, 90 MHz Pentium,16 MB RAM 

Blue Byte - www.bluebyte.com 


Liberation Day 


In this turn-based tactical and resource 
management game, go toe-to-toe with 
three different alien races. 

Windows 95, Pentium Processor, 16MB RAM 
Interactive Magic - www.imagicgames.com 
Technical Support: 919-461-0948 


e 
Flying Saucer 
It’s time to save to world, again. The demo 
includes little bits of each facet of this 
action title. 
Windows 95, 100Mhz Pentium, 16MB RAM 
PostLinear * www.postlinear.com 


WRONG WAY 





Incubation: The Wilderness 


Liberation Day 


Flying Saucer 

Formula 1 Championship Edition 
Esoteria 

Comanche Gold 
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Enforcers: Bikers: ‘Amazons: Cyborgs: Death Cultist: Trailer Trash: 
Upholding the law... Born to ride... Stunningly gorgeous... Only 50% organic... One foot in the grave, Live wild an’ die hard, 
a law unto themselves! best get outta’ the way! absolutely deadly! 100% killing machines! finger on the trigger! Shotguns fully loaded! 


OUTRAGEONS Gaming Fun. 






== Play any of SIX Tribes: Enforcers, Bikers, Trailer Trash, Death Cultists, Cyborgs and Amazons — 
With or against your friends or the cunning computer! 


== Multiplayer features — Head-to-Head, Network, and Internet play! 


= Play the many Preset Scenarios or a full Campaign Game — Fight across dozens of 
battlefields! 


= Full-function scenario/tribe editor — Create your own warriors and battle scenarios! 


eds 
Coming to Software Retailers World Wide in May 1998! Reserve your copy today! TON OF 


Call (410) 933-9191 or visit our web site at www.talonsoft.com ©Copyright 1998 TalonSoft Inc., P.O. Box 43730, White Marsh MD 21236 
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Tactics Offers a massive palette of design 
: options giving you the chance to build the F 


hers © You Trave only 


Papen NV4.A9SLVYLS AWIL+1V4IN ANV FAVH OL HONONG,, 


‘ultimate.war machine. 
~~ & i. 5 ~ 
And: irjou had an real talent. you'd take one E 
of your inventions out for a spin ‘against a “i 
by ie and bust his real-time ass. 4 oe 
ws ‘Look, you i Ison oft sleepless puis ei 


a 


H aig ha 





ional owe it S time 








LOdS4AWV9) - 


© 1998 Piranha Interactive Publishing. Inc. All rights reserved. Published by Piranha Interactive Publishing. Inc. 


YOURSELF fo Dlame. 










u 


DCACGT ADGTTTETECGCA 
SUT ON GT ADEPT RENE > 
. ih Se z 


Fe Ee A 


en 


€ 
ft her PA ACA Arrr 
StProca A AGGGGEE 






coecccccceececons 





CAGC AATGTCATCA ooh 


TSC TCA TITIAN 
FGCT Ho 


“THE MOST COMPREHENSIVE USE OF AI THAT I'VE EVER ENCOUNTERED’ - INSIDE GAMES 


®@ 








“UNIT DESIGN AND AI STREAMING COULD VERY WELL REVOLUTIONIZE THE REAL-TIME STRATEGY GENRE” - GAME INFORMER 


Designed by Media Station. Inc. Extreme Tactics is a trademark of Media Station. Inc. Media Station is a registered trademark of Media Station. Inc. 





Formula 1 
Championship Edition 


This is a fast paced arcade racer from 
Psygnosis with an official FIA/FOCA license. 
Windows 95, 133Mhz Pentium, 16MB RAM, 
Direct3D accelerator 

Psygnosis * www.psygnosis.com 

Technical Support: 650-655-5683 


e 
Esoteria 

A third person action title form Bandai. 
This is the prequel demo. 


Windows 95, 133Mhz Pentium, 16MB RAM 
Bandai Digital Entertainment » www.bdec.com 


Comanche Gold 


This is a demo of the new enhanced version of 
Comanche 3, a helicopter arcade/sim hybrid. 


Windows 95, 133Mhz Pentium, 16MB RAM 
NovaLogic * www.novalogic.com 


Bass Masters Classic: 
Tournament Edition 


Play on actual competition lakes in this 
3D bass fishing simulation. 
THQ + www.thg.com 


Ero 





Barrage 
This is a fast paced action shooter that's 
a great showcase for 3Dfx cards. 


Windows 95, 133Mhz Pentium, 32MB RAM, 
3Dfx video card 
Mango Grits * www.mangogrits.com 


Warbirds 2 


Warbirds 2 is an online WW II Flight 
simulator. You can practice against 
computer drones offline. 

Windows 95, 90Mhz Pentium, 16MB RAM 
Interactive Magic * www.imagicgames.com 
Technical Support: 919-461-0948 


Jazz Jackrabbit 2 


This is a platform sequel from Epic 
Megagames. This time you can play as Jazz, 
or his red haired brother Spazz. 


Windows 95, 90Mhz Pentium, 16MB RAM 
Epic Megagames * www.epicgames.com 


Flight Simulator 
Action Scenery 


Flight Simulator Action Scenery allows you to 
insert moving vehicles and objects into your 


Se eal 





Bass Masters Classic: Tournament Edition 
Barrage 

Warbirds 2 

Jazz Jackrabbit 2 

Flight Simulator Action Scenery 

Front Page Sports: Trophy Rivers 
Emergency 

Abyss of Pandemonium 











Microsoft Flight Simulator environments. 


Microsoft Flight-Simulator '95 or '98 
Abacus Software » www.abacuspub.com 


Front Page Sports: 
Trophy Rivers 


This is another title in Sierra's popular fishing 
series, but this time the surf is rivers. 
Windows 3.1/Win 95, 60Mhz Pentium, 16MB RAM 
Sierra * www.sierra.com 

Technical Support: 425-644-4343 


Emergency 


You must command emergency personnel 
in real-time, in an attempt to save lives in 
this 3 level demo. 

Windows 95, 90Mhz Pentium, 16MB RAM 

TopWare » www.topware.com 


Abyss of 
Pandemonium 


An add-on pack for Quake, the full version of 
Abyss of Pandemonium includes 16 new lev- 
els, six new monsters, and much more. 
Quake 

Instant Access * www. instantaccess.com 
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TuINGs to vo lobar 
WSLS Ce 5 samilbecrias: “ale 


L. Rounp ur PRISONERS FOR “THE LION PITS. 

LL. Vasait FoRum To Assess eIoty's FINANCES. 

LIL. Practice WAVING To THE PEOPLE (an ADORING FASHION). 
LV, Hare votce cox “To HELP PRACTICE EVIL LAUGHTER. 

V. Meer USrTH CHEF ARCHITEDT/ARTISINS TO DISCUSS NEL) COLOESELI 
V1. Seno RIVAL A BASKET OF POISONED FRUTT. 


VILL. Inseeet GLADIATORS FOR THIS Tuurspéy's BLOoDFEST 


at —me CoLosseum. 
VILL. Ratse taxes to FUND MORE TAX COLLECTORS. 
LX. Lecture PUBLIC ON GENEFTTS OF PROCREATING. 
X. Hare MoRE VIGILS To PATROL THE SLUMS. 
XL. Meet CreorstRa FOR DINNER (quis MIGHT BE “THE nice!) 


y iG Ee Cruse A FUNNY TTHKING To WARREN ON “THE Wty “To THE Forum. 


XLII. Assovutery Don FORGET To... 








CENTURION 


This fruit basket looks absolutely delicious! 
It’s awfully nice of you to have me deliver it 
to your arch rival. I thought you hated cach 
other? 






I wonder if anyone would notice an 
apple missing...? 


FARMER 


Gotta wash the stench 
of horse manure out of 
my clothes in time for 
church! There will be a 
lot of single ladies at 
Venus’ temple tonight. 

Rumor has it the priest 
is going to denounce 
birth control! 
















I'm being transferred 
slums for riot control —t 
tipped me a gold piece 
some fresh meat for his 
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Dedicating the temple to Venus was a 
smart move. Church attendance 
hasn't been this high in years! 
Then again, neither has the city's 
population, 


© 1998 Sierras 





PLE! 


& Build, rule and battle 
| on one screen-no 
LION TAMER } i nore switching 
ie between city, 
: province and battle 
screens! 


Tipping the vigil off to arrest plebs for 
loitering was ingenious! It’s much 
cheaper to feed my lions prisoners 
than the meat from that farmer. 
We'll see how long those gladiators 


last against my boys now! Visual feedback: The 
: real-time effects of 
the player's actions 
are immediately 
visible on screen. 


¢ Various terrain sets 
include deserts, 
forests, mountains 
Fvetemeettiinie (a 
elevations. 


* Construct temples to 
various gods of the 
Roman Pantheon 
and witness the 
effects on your city. 


* More progressive 
career structure and 
intuitive interface 
mean more exciting, 
longer lasting 
gameplay. 


ack to the 
‘Lion Tamer 
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Build a Better Rome 
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TAX COLLECTOR 


If you are planning to build a new Colosseum as I 

suspect, you'll need a lot more money, and a lot more 

guys like me to gather it. People who think taking» |: 

candy from a baby is wrong just haven't bothered to : www.sierrastudios.com 


try it. 
PIERRA 


studios 








Impressions. 





he folks at Blizzard Entertainment may 
T have been looking for some well- 

deserved downtime after months of 
exhausting development on StarCraft. 
However, shortly after the game shipped, 
Blizzard stumbled into a fierce controversy over 
online privacy, filed a lawsuit against the pub- 
lisher of an unauthorized 
StarCraft add-on pack, and 
made a decision to kill its | 
WarCraft adventure game. 

In order to combat 
piracy, Blizzard instituted 
a CD-KEY system for 
StarCraft. Attached to ¢ 
each StarCraft jewel case 
unique key code. 
Players only type in that 
CD-KEY when they install 
the program on their com- 
puter. When the player logs 
on to battle.net, Blizzard’s 
computers check the CD- 
KEY and mark it as a legiti- 
mate key. However, when 
Blizzard began receiving complaints from 
players who could not log onto the service, the 
company began gathering the names and e- 
mail addresses from those having trouble log- 
ging on. Blizzard did this without those play- 
ers’ knowledge by obtaining the information 
from their Windows registry file. 

With the information, Blizzard was able to 
determine that some problems were caused 
when a player purchased the game, burned a 
copy of the CD-ROM, wrote down the CD-KEY, 
and then returned the game. If the store pro- 
ceeded to sell the same re-shrinkwrapped copy 
of the game to another consumer, that player 
would not be able to play on battle.net due to 
the original owner using a pirated CD-KEY. 
Blizzard addressed the problem by telling 
retailers not to resell returned games and 
instead instructed them to return opened 
games to the warehouse. 

The exact number of names and e-mails 
obtained is unknown, since Blizzard said it 
destroyed the data afterwards. However, 


is a 
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BRIEFS / 


WORKS 


Blizzard spokesperson Susan Wooley said 
that the actual number of computers 
involved was well under 100. “This only hap- 
pened to a handful of people who had prob- 
lems,” she said. “Of the million boxes that 
were shipped out, you're talking double dig- 
its. It was a small, small, small percentage.” 
Blizzard maintains that it 
acted with good intentions 
and halted the practice. 
However, the damage had 
already been done. Donald P. 
Driscoll, an Albany, 
California attorney, filed a 
lawsuit against Blizzard and 
parent company Cendant 
Corp. The suit, filed in behalf 
of an consumer rights group 
called Intervention, — Inc., 
alleges that Blizzard violated 
‘| sections of the California 
Business and _ Professions 
Code and the California Penal Code— 
namely, that Blizzard used a program to trans- 
mit user informa- 
tion without the 
permission of the 
user. Driscoll told 
Computer Games 
Online that they 
want Blizzard to 
remove the 
“trapdoor” that 
allowed it to col- 
lect the informa- 
tion. The lawsuit 


IN PROGRESS / 


A Blizzard of activity 


A flurry of lawsuits and a canceled game for StarCraft creators 








Foy, a daily dose of the: 
latestindustry news: 


and rumors, be sure to: 





Stop by our web site at 


WwWW.cdmag.com 


FIRST LOeoks 


the trapdoor. We'll have more on this lawsuit 
as it progresses. 

In an unrelated story, Blizzard filed a lawsuit 
against MicroStar for the unauthorized 
StarCraft add-on pack Stellar Forces. The suit, 
filed in Los Angeles Superior Court, alleges that 
MicroStar was in violation of the end user 
license agreement by publishing a commercial 
product developed with the level editor that 
shipped with the game. Blizzard itself is work- 
ing on an expansion disk (StarCraft: Brood 
Wars) and has granted licenses to Aztec New 
Media and WizardWorks for third-party add- 
ons. However, the judge hearing the case 
denied Blizzard’s request for an immediate 
injunction and put all further consideration of 
the issue on hold until June. 

Finally, on May 22, Blizzard announced that 
it was halting all development on WarCraft 
Adventures: Lords of the Clans, effectively 
killing the project. Originally scheduled to ship 
last Christmas, the adventure game was 
delayed for a variety of technical reasons. 
However, Blizzard realized it had hit a sort of 
technological 
“slippery slope” 
and decided to 
stop the project. 

Wooley said 
that it was a dif- 
ficult decision to 
kill the project, 
but it came 
down to the fact 
that “We felt that 
to make a lot of 


also asks that the changes that 
Blizzard offer a we wanted to 
full refund on make, the game 
StarCraft to each would not get 
customer (aS Warcraft project receives deathblow out this year. 
restitution and With technology 


“to serve as a deterrent against future similar 
unlawful conduct”), that a court enjoin 
Blizzard from using StarCraft to upload any 
information other than that necessary for the 
game to function, and that Blizzard create and 
offer an updated version of the game without 


changing so fast and so much, would this game 
meet customers expectations the next year?” 

“[We] definitely don’t want to release a 
game sometime next year and have people say, 
‘This would have been a great game a year 
ago.’” —Jason Ocampo 
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Interactive Magic’ 
P.O. Box 13491 
Research Triangle Park, NC 27709 


www.imagicgames.com 





UltraFighters is a trademark and Interactive Magic is a registered trademark of 
Interactive Magic, Inc. ©Copyright 1998 Eagle Interactive. All Rights Reserved, 
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Duel: The Mage Wars 


X-COM creators get medieval in an action/strategy hybrid 


"IG THEIR X-COM SERIES 

may still be with MicroProse, but devel- 

oper Mythos has a new game with a new 

publisher. The team responsible for countless 

nightmares about alien abductions and little 

green men is working on Duel: The Mage Wars, 
an action/strategy game set in a fantasy realm. 

You’re mucking around the citadel your 





The game runs in 800x600 resolution and 
takes advantage of that added area to display 
more of the map 





eccentric uncle left you to inherit 
when you stumble upon one of 
his experiments. Being an appren- 
tice mage, you can’t help but tin- 
ker with it. Next thing you know, 
you’re thrown into an alternate 
reality, armed only with a book of 
magic. Being alone and with no 
help in sight, you do what any 
self-respecting sorcerer would do 
in this situation: you make your 
own friends. You'll have more 
than 21 creatures to summon, 
from the fairly mundane-sound- 
ing Black Dogs to the fantastical 
Griffins and Phoenixes. 

Now why do you need an army 
of creatures? To overthrow the 
Wizard overlords, of course. The 
struggle will rage over three 
realms (Celtic, Greek, and 
Medieval) and you'll use a mixture of spells and 
creatures in this war. All spells cast will affect the 
universal balance—use one spell type too much 
and the world will change to reflect that. 


BRIEFS: Where do you want to go next year?—Microsoft is jokingly known for two things: its 
quest for world domination and its slippery release schedules. So it's somewhat ironic that the 
company announced that Age of Empires II, the sequel to its popular world conquest game, has 
been delayed. Originally scheduled for a release later this year, it's now looking at a spring 1999 ship date bumped back from the fall of 1998... Sierra 
brands itself, but did it hurt?—Sierra On-Line unveiled the details behind its new branding strat- 
egy which seeks to streamline its myriad product line under recognizable brand names. Sierra 
Attractions will handle the casual gaming line, including Berkeley Systems’ You Don’t Know Jack 


Flying and fighting during the dawn of the jet age 


MiG Alley 


NG “MIG ALLEY”—THAT 
famous corridor of airspace in North 

Korea where jet-to-jet combat came of age 
during the Korean War. Despite that significance, 
few flight sims have covered it, starting with the 
arcade-like MiG Alley Ace of the eight-bit days to 
the recent but still (arguably) arcade-leaning 
Sabre Ace. Developer Rowan, however, plans on 





going whole-hog into it with their upcom- 
ing MiG Alley. 

While the gameplay covers the entire 
war, it focuses on the Chinese Spring 
Offensive of 1951. Earlier periods (the ini- 
tial invasion, the defense of Pusan, etc.) 
will be covered with scenarios and mini- 
campaigns that double as training for the 
main event, while the later, 











Note the cockpit canopy reflections, which Rowan hopes 
more than just eye candy, they are 
important for situational awareness (they can help you 


to make dyna 





orient yourself when looking out the cockpit) 
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largely static, part of the war 
will probably be covered in indi- 
vidual scenarios. While early in 
the game you may be concerned 
with just your plane, or your 
unit, by the time you get to the 
main campaign you'll be the 
Supreme Air Commander, in 
charge of directing all the UN air 
power on the peninsula. 

In single player mode you'll fly for 
the UN only, taking off in either the F- 
51D Mustang, the F-80C Shooting Star, 
the F-84E Thunder Jet, or one of three 
F-86 Sabre variants (A, E, or F)—which 
craft you fly in will depend on the time 
period and the missions involved. 
Multiplayer will add flyable MiG 15 and 
MiG 15bis aircraft, and there will be 





Diablo meets X-COM 


The game will have multiplayer support for up 
to 36 players as well as pseudo-random maps, 
which means that no two games will play out the 
same way. If Mythos is as successful with Duel as 
it was with X-COM, the next nightmares gamers 
have may be about Trolls and not Sectoids. 
—Jason Ocampo 

Duel: The Mage Wars « Virgin * Windows 95 





A slashing head-on attack 


over a dozen other aircraft represented (in addi- 
tion to a variety of ground targets). 

With loads of historical research already con- 
ducted (Rowan’s even gotten its hands on a then- 
classified report comparing F-86 and MiG-15 air 
combat tactics), the team is working strenuously 
on getting their modeling right. We'll be seeing 
how they do when we take to the skies with the 
game late this year. —Scott Udell 

MiG Alley + Empire Interactive * Windows 95 


F-16 Aggressor 


Virgin’s Falcon simulation takes flight 


"KG AFTER THE SLEW OF 
2 sims in 1997, perhaps 1998 will 

mark a return to the F-16 days of yore. 
MicroProse’s Falcon 4.0 won't be the only simu- 
lation of that popular plane—NovaLogic is doing 
F-16 Viper and Virgin is prepping a Falcon of its 
own with F-16 Aggressor. 

Virgin claims that Aggressor, developed by 
General Simulations Inc. (who are also working 
on Psygnosis’ Wings of Destiny) and first demon- 
strated publicly at last year’s ECTS show in 














Getting aggressive with a battleship. Glub glub 


London, will field one of 
the most advanced flight 
models anywhere. The 
company says that the 
flight model engine was 
developed over seven years 
and has been used by the 
USAF and defense contrac- 
tors. More importantly, it 
will reportedly include a 
complete model of the F- 
16’s fly-by-wire 
flight control sys- 
tem, which gives 
the plane some of 
its agility as well as 
the nickname, the 
“electric jet.” 
Aggressor won't 
be about the Air 
Force squadron 
which __ role-plays 
the enemy during wargames (the 
squadron is aptly named Aggressor). 
Rather, it takes a Strike Commander sort 
of turn. Players are mercenary pilots 
who've been hired to take out anti-gov- 
ernment rebels all across the continent of 
Africa. There will be 40 missions across 





Flying low in the 3Dfx version of the game 


four campaigns ranging from bombing raids to 
close air support. The enemy won't be restricted 
to former Soviet hardware, as they'll take to the 
air in F-15s as well as Su-27s. 

While specific details about 3D support and 
multiplayer aren’t available (though one of these 
screenshots is from a 3Dfx version of the game), 
Virgin says that Aggressor will handle a wide 
variety of graphics cards, resolutions, and color 











trivia games and the perennial Hoyle card series. Sierra FX consists of the company’s Yosemite 
Entertainment division. Expect a wide range of games, from a Babylon 5 space combat title to 
Middle Earth, a massively multiplayer role-playing game set in J.R.R. Tolkien’s beloved world. Sierra 
Home will handle home productivity software. Sierra Sports has all the company’s sports games (duh), including NASCAR Racing 3 and Football Pro 99. 

Sierra Studios will tackle everything form action (Half-Life) to strategy (Caesar Il). And Dynamix will 
0 e D bY | e 


depths. —/ason Ocampo 
F-16 Aggressor ¢ Virgin * Windows 95 


continue to develop simulations and action games... A Righteous acquisition—Diamond 
Multimedia announced it will acquire Micronics Computers, whose Orchid brand manufactures the 


Hey, Verne! It’s a French action game 


B "NG O.D.T. IS A  THIRD- 

PERSON shooter from a group at 
Psygnosis’ is Studios called FDI. FDI 
stands for Frogs Did It and O.D.T. stands for “Or 
Die Trying,” as in “Escape from the tower on 
which your airship has crash land or die trying.” 
The developers also confess that O.D.7. sounds 
like a Frenchman trying to say “oddity,” an apt 






<# <- 


Is that a sextant in your hand or are you just 
happy to see me? 





description of the game’s environments and mon- 
sters. The 75 levels, divided into eight sectors, look 
like they were ripped from the pages of Jules 
Verne; it’s no coincidence that some of the folks 
responsible for the haunting City of Lost Children 
are also behind this title. 0.D.7. has a dark indus- 
trial/fantasy setting, characterized by 19th century 
retro-tech. Most of the game takes place in the 
tower's interior, in settings like the kitchen, the 
garden, the jail, and the roof. A particle system 
creates convincing rain effects and detailed envi- 
ronments allow for subtle effects like plants blow- 
ing in the wind. 

The influence of some of the developers of 
Adidas Power Soccer is also clear in the motion 
captured characters. Rather than using the slight- 
ly weird marionette style of games like Quake and 
Tomb Raider, O.D.T. uses a fluid motion capture 
scheme to animate the action. Characters have 
special moves like side-rolls that spice up the stan- 
dard running and gunning. 0.D.T. also has some 
role-playing elements: you choose one of the 
game’s four characters, each with a rating for con- 
stitution, spirit, and weapon control, all of which 















The bigger they are...the harder they fall 


can be improved as you play. There are magic 
spells as well as four different types of weapons 
for each character. 

O.D.T. will include multiplayer support for four 
players in either classic deathmatch style or in an 
interesting capture the flag variant called Capture 
the Pearl. In these games, you'll have to gather 
other players’ pearls to build a tower while 
defending your own pearl. —Tom Chick 

O.D.T. + Psygnosis * Windows 95 
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Urban Assault 





IT APPEARS THAT THE 
y next generation in 3D gaming may 
involve real-time strategy. How else to 
explain the sudden upsurge in this intriguing 
hybrid? First we had Uprising, followed by 
Battlezone, and now Microsoft's entry, 
Urban Assault. 
Played from a first-person perspective @ la 
every other 3D action game, you control 15 














The map pops up over the 3D view 


Microsoft gets gritty and futuristic 





types of combat vehicles @ 
la every real-time strategy 
game. A lot of the difficul- 
ty in these games comes 
from their interfaces, and 
the team behind Urban 
Assault hopes to solve 
this problem by using an 
overhead transparent 
pop-up map that allows 
you to coordinate the 
mayhem while simultane- 
ously keeping your own 
vehicle out of harm’s way. 
But it doesn’t stop there— 
you can also personally 
take over any of the various tanks, helicopters, 
jets, jeeps, bombers and satellites in order to 
give your opponent a little extra pow. 

Typical real-time strategy features include 
resource management and_ technology 
upgrades. You can also use their “squadron 
manager” to in effect “program” levels of 
aggressiveness in the field. Over 30 levels take 


Righteous and the Righteous II line of Voodoo- and Voodoo?2-based accelerators. The deal, worth 





approximately $31.6 million, was approved by the boards of directors for both companies. This 


doesn’t mean that the Orchid Righteous family will disappear. Diamond said it intends to contin- 
ue the Orchid Righteous 3D brand and that it will coordinate the marketing of the Righteous 3D and its own Monster 3D brands to their respective mar- 
kets worldwide. The deal also means that Diamond will acquire Micronics’ existing motherboard 





FROM THE TEAM 

y) responsible for popular sims such as US 

Navy Fighters and ATF comes a new 

series, dubbed Fighter Legends. The first edition 

of the franchise is Europe 1944, a World War II 
combat simulation. 

As with the past efforts of this group from 
Jane’s Combat Simulations, the game will likely 
have a less steep learning curve than a Longbow 
2 or F-15. However, they're still claiming that 
their flight models will be accurate and take into 
account battle damage and weight shifts based 
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An FW 190 gets nailed 
COMPUTER GAMES 

















The game has an interesting grungy appearance 


place in various landscapes that are littered 
with over 100 destructible building types. 3D 
card support and network play round out 
the features. 

While early builds of the game are too rough 
to give a good indication if they'll pull this off, 
the German team working on this game does 
have one huge advantage—Uprising and 
BattleZone are already out, and if there’s one 
thing Microsoft does well, it’s learn from oth- 
ers. -Steve Bauman 

Urban Assault * Microsoft * Windows 95, NT 


business. Micronics made its name building motherboards, and Diamond plans on using its 


on fuel and weapons 
loads. The flyable planes 
include the ubiquitous P- 
51D Mustang, P-47D 
Thunderbolt, P-38) 
Lightning, Spitfire MK IX, 
Messerchmitt BF 109G6 
and ME 262 and the 
Focke-Wulf FW 190A8. 
Each will have a unique 
3D virtual cockpit with 
working instruments. 

The team plans on 
answering some of the 
criticisms leveled at their 
previous simulators, and 
this one will be powered 
by an all-new 3D engine. 
The visuals will support 
3D accelerators out of the 
box, so the game may 
actually run with full detail on the average 
machine. Speed demons will be happy to know 
that they’re also supporting future technology, 
including screen resolutions and high-polygon 
count objects for next-generation hardware. 

The campaigns won't be dynamic, but will 
have branching missions that take place during 


e 
F ] g h te i Leg e n d S worldwide infrastructure to leverage the motherboard business. Diamond also plans on entering 


_ | Jane’s new series takes a trip to Europe in 1944 





A beautiful shot of the Spitfire 


the Battle of the Bulge. Players can fly ‘either 
side—solo or multiplayer—via a LAN or the 
Internet, with the ability to hop in and out of the 
games. The game will be released this Fall. 
Steve Bauman 

Fighter Legends: Europe 1944 + Jane’s 
Combat Simulations * Windows 95 








Luftwaffe Commander 


Come along on a pilot’s career path to Hell 


SSI’S OFTEN HANDLED 

World War II gaming in an interesting 

fashion. Some of their most popular games 

have taken a primarily German perspective, fol- 

lowing the path of the losing side in the war... 

well, okay—in Panzer General you could turn 

the historical tables. In their sims, however, his- 

tory is adhered to; your goal in them isn’t to win 
the war, but to survive it. 

Following in the footsteps of their tank sim 
Panzer Commander, Luftwaffe Commander lets 
you trace the career of a German fighter pilot 
from the time of German participation in the 





Flying the He-51 early in your career 





Spanish Civil War through 
to the defense of Berlin in 
the waning days of World 
War II. While you'll pri- 
marily fly that work-horse 
of the Luftwaffe, the Me- 
109, you might also expe- 
rience other  flyable 
planes, including the He- 
72 trainer and Me-262 
jet—in all, there will be 
10 flyable planes and 58 
planes in all. 

The game will include 
50 or more pre-made sin- 
gle player missions and a 
“Custom Combat” option 
for continued play. 
Career-mode combat (sin- 
gle player only) will span 
five combat areas, each 
with some 50,000 square 
miles of terrain: Spain, 
France, Great Britain, 
Russia, and Germany. 
Multiplay will be represented in some 20 special 
scenarios for up to 10 players, and will be sup- 
ported via modem, direct connect, LAN, or the 


the sub-$1,000 PC market by developing a motherboard with integrated multimedia systems. Such 
a board could also be used in the emerging set-top and media center markets... 





‘id?—3Dfx Interactive shipped its four millionth Voodoo chipset, which prompted 3Dfx presi- 





SSI says the game will have 10 flyable aircraft with “detailed interiors 
and instrument panels” for each 


Internet. No matter what form of game you 
choose, you'll be able to fly with a simplified 
flight model (called “Iron Cross”) or a hard-core, 
accurate one called “Knight’s Cross” mode. 
Scott Udell 

Luftwaffe Commander « SSI - Windows 95 


dent and CEO Greg Ballard to proclaim, “The 3Dfx Interactive platform has become the new standard for 3D PC game development.” The four million 


Omikron 


Please, may | inhabit your body? 


THERE SEEM TO BE 

more software development houses than 
wineries in France these days. Quantic 
Dream is a part of the Gallic assault on gamers’ 
wallets, in this case with the action/adventure 
Omikron, to be published by Eidos. Like Eidos’ 
own Tomb Raider, Omikron will feature prodi- 
gious 3D...environments, with, it is claimed, a 
larger play area and faster graphics. Eidos boasts 





Ooo Ia Ia...but she'll never match Lara 





figure includes all Voodoo, Voodoo Rush, and Voodoo? chipsets shipped to date... 


—Peter Lincroft | has left X-Wing vs. TIE Fighter developer Totally Games and founded a new 


that the game will have the story 
depth of a traditional adventure 
game, the longevity and exploration 
of Tomb Raider, and multiple RPG 
elements as well. 

The plot centers around the 
domed (or is that doomed?) city of, 
you guessed it, Omikron. Seems 
some awful blast from the past wants 
to suck the souls out of all the inhab- 
itants (sort of like disco). After heed- 
ing a call for help, players will, natu- 
rally, help the good citizens of 
Omikron resist the evil with all the 
3D action/adventure tricks they can 
think of (and a good dose of the Sex Pistols, 
maybe?). The struggle will be deadly, of course, 
but hey, death is no biggie. Omikron features 
Virtual Reincarnation; you get to take over the 
body of the next character to touch your corpse. 
Eeeeew. And there’s more. Facial expressions 
are, according to Eidos, motion-captured in real- 
time (how else can you capture motion?), as are 
the martial-arts moves players can perform; these 


development company known as SmI Software. Located in Berkeley, Calif., Ansible’s first project is 





Nice rendering, but it looks like a refugee from Riven... 


latter were captured from the moves of real, live 
martial arts champions. Toss in a living city envi- 
ronment, and Direct3D support as well as opti- 
mized software rendering, and you have a half- 
action, half-adventure hybrid which will no 
doubt simply ooze with French flair. When can 
we expect it? Check the stores sometime around 
Christmas, je crois.—Robert Mayer 

Omikron ° Eidos Interactive * www.eidos.com 
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World Air Power 


Jane’s is recruiting simmers for the Israeli Air Force 





(0G DEVELOPED BY PIXEL 

Multimedia, a group of ex-Israeli fighter 

pilots based in Israel, the latest series from 

the San Mateo Jane’s group also responsible for 

Fighter Legends is the first simulator to model 
one of the world’s top air forces, the IAF. 

The game will take place in the Middle East 

(duh) and will feature six campaigns (that 





The cockpit of the F4 2000 


include 42 historical and hypotheti- 
cal missions) and an instant action 
mode. Multiplayer support will be 
included out of the box, and all of 
the missions and campaigns can be 
flown either solo or with friends. 

The flyable planes include a mix 
of US and Israeli planes, including 
the good old F-4, the F-4 2000 
(the ‘90s version), the ubiqui- 
tous F-15 and F-16, Israel’s 
own Lavi (Israel’s next-gener- 
ation fighter), Kfir (a dual- 
role single-seater plane), and 
the French Mirage III, the 
plane with the most victories 
in the IAF. 

The IAF is known for low- 
altitude dogfighting through 
the valleys and canyons of the 
region, so it’s crucial the team is able to 
generate a quality terrain engine that can 
handle relief. Based solely on the screen- 
shots, they seem to have met the chal- 
lenge, though it remains to be seen what 


is an action/simulation game scheduled for release late next year. Lincroft was a senior programmer 
at Totally Games, and a veteran of the X-Wing and TIE Fighter projects... Shiny, Happy Klingons— 
Veteran actors Christopher Plummer and David Warner will reprise their Star Trek VI roles in 
Interplay’s upcoming space combat simulator Star Trek: Klingon Academy. Plummer, a two-time Tony Award winner, is probably best known for his role in 
movie version of The Sound of Music. He will reprise his role as General Chang, the Klingon com- 
mander with an affinity for Shakespeare. Warner will appear as Chancellor Gorkon. It’s safe to assume 
the events of the game will precede those of the movie, in which both characters were killed... = 


Citizen Kabuto 


Really big off-beat 3D fun 





A MULTIPLAYER 3D 
action game, Citizen Kabuto is the first 

release from Planet Moon Studios, the 
principles of which were involved in the creation 
of MDK. While the name is a bit mysterious, we 
do know the game puts players in the shoes 
(fins? tentacles?) of the Sea Reapers, a race of 
folks blessed with an Eden-like paradise in the 
center of their cozy little nebula. Unfortunately, 
the Meccaryn race is a bunch of sorehead war- 





Ladies and gentlemen, Mr. Kabuto 
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This shot of an F-16 in flight shows off the impressive terrain 


sort of machine it will require to run it at a 
decent frame rate. Helping the game a bit will be 
full support for current and next-generation 3D 
hardware, Voodoo 2, AGP, etc. 

You too can join the 
Steve Bauman 

World Air Power: Israeli Air Force + Jane’s 
Combat Simulations » Windows 95 


IAF this Fall. 





mongers, and their violent 
pleasures threaten the 
paradise of the Sea 
Reapers. To protect their 
treasure, the Sea Reapers 
create Kabuto, an enor- 
mous giant (well, duh) to 
guard paradise. Someone 
forgot to tell Kabuto, 
though, and something 
goes terribly wrong 
before the Meccaryn 
even arrive. 

The Sea Reapers, 
or what's left of them 
after Kabuto has 
lunch (he’s easily 





AN. 





irritated, it seems), 
retreat to the sea, 
and the arrival of the 
once-feared Meccaryn sets off a desperate 
struggle. Which of the three parties will con- 
trol paradise? Will the invaders be the Sea 
Reapers’ salvation, or just another threat? 
Can Kabuto find happiness as a bouncer? 
Considering their previous game, you 
can expect some off-beat humor, com- 
pelling gameplay, and, um, some odd 





The Meccaryn on the attack 


graphic looks no doubt. Doubly so, since the 
world of the Sea Reapers features magic, technol- 
ogy, and brute savagery in equal measure (sort of 
like Hollywood). 

Expect this gigantic romp on the wild side to 
stomp into stores some time this winter. 
—Robert Mayer 

Citizen Kabuto * Tantrum + Windows 95 

















The most revolutionary 
action/strategy game of its kind. 
Nothing comes close to offering such 
an exciting combination of strategy, 
team-building, realistic three-dimen- 
sional graphics and true-to-life 
special forces action. ONE SHOT 
KILLS. The ultimate goal is to save 
yourself and the world from deadly 
terrorists. You must successfully 
complete 17 unique missions, and if 
you die, the game isn’t over: 
THE WORLD IS. 







LEE Fine ea 
EXEGUTE THE MISSION 


tf 


SAVE THE WORLD 





A 


CS 


SS 


Origin ¢ Windows 95 


fter he spawned Akalabeth during the tender years of adolescence, 19 year 
old Richard Garriott, better known to some as Lord British, created Ultima I: 
The First Age of Darkness in 1982. Even though playing it nowadays is a 


Mo’Slo moment, in its time it revolutionized computer role-playing forever. 
Finally, many leaps of technology later, in strides Ultima Ascension in full 3D, 
aspiring to provide some of us with closure, and others with a new beginning. 


Tonight at Caesar’s Palace: Avatar vs. Guardian 


Garriott returns to his primary-designer roots with this title for the first 
time in a long while. Almost all of Garriott’s games have had a moral. 
Since Ultima IV, the series’ storyline has centered around one hero, the 
Avatar, as he strove to fill the world with virtue and rid it of all things 
contemptible. Origin has been playing rather close to the vest with the 
plot of Ultima Ascension. What we do know, however, is that this will be 
the final chapter of the Avatar-Guardian conflict; it will answer all your 
questions about their relationship; and it will culminate in a revelation 
about who they really are in the greater scheme of things, and what they 
actually mean to one another. Perhaps they'll begin dating others. At any 
rate, the moral here will be centered on self-sufficiency—finding answers 
in oneself without relying solely on others. 

When the Avatar returns to Brittania after his (arcade-style) journey to 
Pagan in Ultima Vill, he finds it in quite a state of disarray—an under- 
statement, really, as it is being ripped and gutted and burned by mysteri- 
ous columns of energy which have begun to appear. The Guardian has 
already had a chance to refuel and begin wreaking havoc upon the 
world. He is the one who is responsible for these columns that are literal- 
ly ripping the world apart, leaving a path of destruction in their wake— 
craters, rivers of lava, climate changes, etc. 

When you start the game, there is no magic in the world. The columns 
are acting like giant lightning rods that have absorbed all of the magic in 
order to power their movement. As the player progresses, he or she will 
deactivate the columns, one by one, hence intermittently restoring “real” 
magic to a land that is pretty sick and tired of being able to use only 
those dull potions—not to mention the bottoming out of reagent 
futures on the world market. 
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There’s no party, and Ill cry if 1 want to 


One of the largest criticisms people seem to have with this game stems 
from the belief that you simply can’t have an RPG with a single-character 
system. However, the third-person 3D engine for this game has been 
much too resource-demanding to support a party system. During our visit 
the game was up and running at a slow framerate, much to the team’s 
dismay. They claim it was previously running at 15-17FPS, and hope the 
final version will run at around 20FPS. The hardware can only push 
around so many polygons at once, and they’ve about reached their limit. 

They had initially thought of keeping a party system, but were not 
happy with how it was working. “It didn’t feel like a party,” according to 
Producer Ed Del Castillo. “It felt like a character and a bunch of orbital 
satellites, like a shooter game when you pick up the power-up and now 
you have this little node that’s circling you and providing extra firepower 
and shooting in the direction that you're shooting in. They weren't 
adding anything to the gameplay—only extra fire-power. If | really 
believed that we would have had sensational dialogue, and sensational 
feedback and things that made those characters really come alive 
instead of just being guys that follow you, | would have left them in.” 

Party or no party, the game will require at least a 233MHz Pentium 
with 32MB of RAM. They are confident that by the time the game is 
released, every prospective 13-year-old RPGer will have one. Heck, you're 
probably hoping that you will have one by this winter. 

To compensate for the lack of the classic party, the designers have 
implemented a system in which you will be able to play three characters 
in addition to the main Avatar. You will play Shamino (no longer just 
another mouth to feed), Lord British and Raven, the Avatar’s love interest 
in the game. At certain points in the plot, the Avatar’s situation will 





become intractable, and it will be up to one of the other three characters 
to see the predicament through to conclusion. 

In the case of Shamino (the embodiment of the Virtue of Spirituality), 
we have the following scenario: During the Avatar’s absence, Shamino, 
not wanting to be too old to play racquetball when the Avatar eventual- 
ly returned, has put himself into stasis. When the Avatar releases him, he 
wanders off as a free agent for the Avatar. While exploring, he finds that 
Britain is warring with Moonglow. Based on a miscommunication, Britain 
sent a ship to Moonglow which never arrived there. The Moonglowians 
believe that Britain never sent the ship and the Britains believe that the 
Moonglow people simply sank the ship for sport. 

Shamino’s investigation uncovers a ghost ship which leads him to 
the original shipwreck. As a result of this discovery, he dives into a 
conveniently placed whirlpool and is drawn into the ruins of Ambrosia 
and Hythloth. Eventually, he solves the mystery of what really hap- 
pened to the ship. Having this information along with other news from 
Valoria, the Avatar is able to deal with the warring cities. The switch- 
over sequence will be played rather like a flashback. At a certain time, 
when the Avatar is conveniently located, he will see Shamino swim- 
ming to shore. Shamino will then begin to recount the adventure, and 
upon his entry into the whirlpool, the player will take control of the 
Shamino character. 

Each character you play will handle the situations in a different man- 
ner. Shamino, after so long in stasis, is a rolling bundle of energy, and 
will take over the bulk of the very “physical” gameplay. Hythloth and 
Ambrosia have rather melded since we last saw them, and Ambrosia has 
collapsed. This provides an environment that will be conducive to the 
running, jumping, swimming and swinging-from-vine activities. Lord 
British, on the other hand, is very old by this time. He will negotiate The 
Abyss portion of the world—a totally different environment that will be 
somewhat reflective of Lord British’s own soul searching. Lord British 
has become rather abstracted over the years, and has disassociated him- 
self from the world. This venture into The Abyss will represent his 
“return to Brittania.” Rather like Arthur returning to battle against 
Mordred, British will skirmish with Blackthorn. We are promised that 
Lord British will be rather stodgy and will have to levitate himself from 
place to place. 


Powers and abilities far beyond those of mortal men 


The game will employ three magic systems in addition to the classic 
magic held by all (the circle-based system we are used to). First there is 
the Avatar’s “Ether Magic” (tentatively named for the Avatar’s former title, 
The Titan of Ether) which is not reagent dependent, but instead elemen- 
tally based because his magical abilities have been permanently warped 
from his trip to Pagan. Next there is Alchemy, which has a lot of spell 
effects that are all potion or projectile based. 

Finally, there is ritual-based magic. Numerous quests in the game are 
not solvable by anything less than a ritual, which will have to be learned; 
and certain items need to be present in order for it to work. The items 
will act like “totems.” As an example, releasing Shamino from his stasis is 
a ritual solution. You wave the racquetball three times over his head 
while shouting, “Hey stupid! The court's reserved for seven o'clock!” 
Actually, what you'll need are a bell, book and candle, which you must 
use in certain ways to create a one-time spell. 

The designers have tried to make the spells unique and interesting, 
rather than have whole groups of spells which do essentially the same 
thing (in previous games, for example, Paralyze, Hold, Sleep, and Spider 
Web, for instance, have the same virtual effect). Here we'll certainly see 
offense, defense, melee offense, weapon offense, and projectile spells, 
but there will be things we haven't seen before. 


Abilities versus statistics 


Although Del Castillo notes that he is a huge fan of stat-based games, the 
philosophy here is to bring the element of growth, the exhilaration of 
accomplishment, to the surface without dragging players through all of 
that “stuff.” “What's really fun about stats is the ability you get because of 
them,” he says. 

Each of your weapons—projectiles, bows, staves, swords, two handed 
swords, impact weapons, etc.—will have its own series of attacks. Initially 
you have a basic stroke, but after some experience, you will gain a addi- 
tional parry, swing, thrust or distance abilities as you progress. This 
requires you to evaluate the monsters’ particular resistance to a type of 
damage. For instance, a Skeleton might resist a thrust because it goes 
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Not everyone that joins you looks like 
you. Super-mutants, robo-dogs and 
ghouls may join your adventure, or 
why not do-it-yourself by implanting 
the brain of someone near-and-dear 
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KILL SMARTER, NOT HARDER 

Improved combat AI for friends and 

) ee foes alike. Most of 
a the people in your 


aay 
TS 
Fl own group won’t take 






Go, burst shot with the 

Flechette-gun, but a couple 
are probably just aching 
for the opportunity. 


If you want to, you can upgrade 
any traveling companions with 
more dangerous weapons, 
tougher armor, or even 
teach them new skills and 
abilities. Of course, you'd . 
better make sure they’re on 2) 
your side. 3 
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BIGGER & BADDER THAN EVER 
Bigger, smarter, nastier enemies than 
you've ever fought before. We’ve given 
you a few pals that are just as ugly. 
B'Colvimeblobaurmoebbel-qnvelelni¢-su-mnet-mexolas 
Bad-ass in town did you? 


SEX & ROMANCE AFTER THE BOMB 
Fall in love, get married, and then 
pimp your spouse for a little extra 
chump-change. Hey, it’s a dark and 
dangerous world. 











LEARNING IS FUN-DA-MENTAL 
Over 100 new skills, called perks, 
available to learn during the course 
of your travels. Better to learn the 


Flaming Dragon Punch 
from the crazed tribal 
shaman or how to squeeze 
the trigger on your spiffy 
new Gauss-rifle faster 
than the next guy? 
Decisions, decisions... 
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right through its ribcage, whereas an overhead blow might happily smash 
their fragile skulls to smithereens. Of course all weapons will do some 
damage, so if you prefer to hack away for 400 blows when you could have 
smited in one, you've at least had some cardio-vascular exercise. 


The gameworld of gorgeousness 


Even this early, one thing is certain: the world environments are 
absolutely spectacular. From the golden moments when evening 
softly turns to dusk, to the rain, fog and lightning effects, to the won- 
derfully evocative light-sourcing and directional sound, to an evening 








in Moonglow with flickering, floating lanterns, to The Asylum area, a 
kind of pirate’s den where everything is constructed from old pirate 
ships—everything is beautiful. Kudos to all of the artists for a superb 
job of texturing and rendering. An early Behemoth animation shows 
an immense creature about two Avatars high, with plenty of scary 
teeth and a gait that actually bounces more than strides. Charming. 

The Avatar character was not finished during our visit, but shows 
potential. They decided not to go with motion capture, because 
looping sequences are nearly impossible to recreate using this tech- 
nique. Since physical behavior is so hard to create from scratch, they 
feel that they will be tweaking the Avatar’s movement right down to 
the wire. 


Ultima’s biggest fans are dubious 


the unfamiliar, the Ultima Dragons are a group of fans, a club of 
sorts, whose interests and affiliation are wholly connected to all 
“things Ultima. They have each given themselves a Cute Dragon Name, 
© such as Sith Dragon (a high-visibility type... find him at 
/ www.walrus.com/~sith/), Plaid Dragon, Pia Zadora Dragon and others. The 
six-year old group moved from Prodigy to the Internet in 1994, and many 
of its members are now poised, backs arched, scales bristling, awaiting the 
next member of Origins long-lived long-loved series. 

Alongside Wizardry and Might and Magic, the Ultima series has given 
hard-core role-players something in which to sink their teeth—at least prior 
to the last iteration. Ultima Vill: Pagan took a lot of flak from the Dragons 
and their ilk for its inclusion of (gasp) quite a bit of arcade-like gameplay. 
And now, a plethora of traffic on the Internet indicates that there are some 
very verbal opponents of what is happening with this latest title. 


aT he Dragons are spewing flames. Newsgroup flames, that is. For 





“It’s not about baking bread”—or is it? 


» Producer Ed Del Castillo exhibits more than the requisite passion of a 
, design-team member living, breathing, eating and sleeping for his 
product. To say that he is profoundly passionate is simply not enough. 
His emotional attachment to the project seems genuine, and during 





our visit he uttered the word “emotional” (or a form of it) 23 times 
before we lost count. 

The designers of Ascension want us to recapture what we experi- 
enced emotionally during the early days of pen-and-paper RPGs and 
their eventual transition to the computer. They want us to remember 
how good accomplishments made us feel, not how good stats did. They 
want to remove what is mundane and replace it with the stuff that will 
make us feel the excitement—feel the greatness. “It’s not about baking 
bread,” Del Castillo became fond of saying. One Dragon, however, 
stopped him cold and said simply, “No. You don’t understand. It is about 
baking bread.” And this is a simple but powerful illustration of The Great 
Rift that has developed between the visionaries behind Ultima Ascension 
and their somewhat small but extremely verbal group of opponents. 

Probably the most significant event that shows how wide this rift 
has become was the departure from the team of two of its key design- 
ers, Bob White and Dan Reubenfield. Reubenfield has been very verbal 
in his posts on the Internet with statements such as, “Ultima IX has lost 
sight of what the Ultima Series means to both gamers and to the 
industry as a whole” and “Ultima IX seems more concerned with crank- 
ing out the big dollars and alienating the people that made the prop- 
erty what it is today.” 

Those words represent the feelings of the butchers, bakers and can- 
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dlestick makers of the RPG set. The hardest of the hard core RPGers love 
the minutia of the game. It’s what they live for. It’s the plus three Sword 
of Cap’n Crunch. It’s the plus-25-to-dexterity Boots of Carl Lewis. It’s 
about lighting the fire. It’s about sleeping through the night. 

When asked how Del Castillo would answer his former colleague, he 
stated graciously, “Dan was looking for something else. He was not 
happy here. We were trying to make a certain kind of game and Dan 
wanted to make another type of game—perhaps even a better game, 
and we tried to accommodate that as best we could, but in the end, he 
found what he wanted somewhere else. [Reubenfield and White have 
reemerged at ION Storm.] We're really happy for him. | hope he finds what 
he’s seeking.” You could see in his eyes that he was sincere, but also that 
this division in the design team had caused some difficult times. 


Looking for fresh meat 


Game design—it’s an art, but obviously, today even more, it’s a busi- 
ness. And who can blame Origin for wanting to play to a bigger audi- 
ence? (“We can! We can!" trill the Dragons.) So how do they plan on 
appeasing the devotee and attracting the masses? 

“We've been trying to impress upon people what we're really focus- 
ing on,” said Del Castillo.” We're trying to focus people on what is new 
















and different about the game. The storyline will be new, but | think that ' 
within the genre of fantasy games, you're going to see a story that is 
very true to Ultima, and we fear that this might scare away the people 
who are not at all familiar with it. They'll wonder ‘Do | have to play 
Ultimas 1;Vill in order to “get it?” We didn’t want to do this to them by 
focusing on things like ‘a storyline’ and ‘depth of play’ and ‘highly 
immersive world.” 

By focusing on those things, they believe that they would be driving 
away the core of the market they’re trying to target. (“Do it anyway!” 
cajole the Dragons.) “As in other genres, what we're really trying to do is 
sort of ‘distill’ what was fun, and do away with all the other things. For 
instance, Command & Conquer [which Del Castillo produced while at 
Westwood Studios] really took war gaming out of the Paper Age, as we 
called it, and out of the Rules Age.... and in essence we're trying to do 
that with Ultima Ascension.” 

Del Castillo does not believe what seems to many to be intuitive: why 
would Origin choose to wrap up the entire Avatar series with such a 
departure from what everyone has come to expect from Ultima? Why not 
create a new series that will attract this “new blood,” and leave Ultima to 
the Dragon-minded among us? Ultima creator Richard Garriott believes 
simply that it was time to move on, especially technologically. Keeping up 
with the Crofts, we suppose. 
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The most anticipated RPG of the year. 
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At what price side quests? 


They are guesstimating approximately 100 hours of game- 
play—although how well you will do at real-time third-per- 
son combat will really dictate how long the game will last. 

The main goal is (again) to destroy the Guardian, but cer- 
tainly there will be side-quests—sort of. “My main rule has 
always been ‘no side quests,” insists Del Castillo. (Oops.) 
“How | define a side quest is that it is a quest that has no 
bearing on the game at all.” Thank goodness. 

What they are trying to do is to provide quests that are 
always relevant to the storyline, but not always necessary. 
For example, you might have a side-quest to obtain Dupre’s 
armor, but there is a difference between requiring it and 
making its acquisition give you a certain benefit within the 
storyline. There will be a point in time where someone won't 
be able to see you, and you must make yourself known to 
that person. You can either go and do a quest that allows 
you to obtain a certain trophy that will enable them to see 
you and believe that you are who you say you are; or, if 
you're already wearing Dupre’s armor, they will immediately 
recognize who you are. Hence there are two side quests, 
only one of which is necessary, but each of which is directly 
connected to the story. 








Navigation and the rider spider 


By land or by sea we'll see quite a few modes of transportation. There 
are walking, teleportation, swimming, and boats (skiffs and rowboats, 
and long-range seafaring ships). There will be limited flight during the 
game, but players will be in store for an elevating moment at the end of 
the game—Ascension indeed. 

They initially wanted to include horse travel, but ran into too many 
issues surrounding it: what to do with a horse when you're in the dungeon? 
What to do with a horse indoors? Can it go upstairs? What can it jump? “A 
horse is a simple thing to talk about and a very complicated thing to imple- 
ment,” said Del Castillo. ‘There are a whole lot of collision issues.” 

You will, however, be able to ride other creatures—spiders, for instance, 
and certain others that might appear butt-worthy. They've created quite a 
few vehicles of rapid conveyance. Ride them, tame them, make them your 
love slave. Ideally they would like to enable you to subdue a spider and 
keep it as a mount for a certain time. When you dismounted, it would run 
away, or maybe attack you. Giant rats are another example of this rather 
exclusive type of transportation. Picture them with little saddles. 





Fun for all... can it be done? 


What Origin is attempting to do with this title seems to be a monu- 
mental task. On the one hand, they want Ultima fans to achieve a 
sense of closure with the series—to walk into that familiar place we 
have come to cherish, and walk away fulfilled, entertained and 
informed, all of the Avatar/Guardian issues purged for eternity. And 
on the other hand, they hope to attract a new audience that hasn't 
necessarily played the series, who are partial to eye-candy, and who 
they don’t want to feel as though they have to have read eight other 
volumes before they read the ninth. 

Painting the entire project as a “we're keeping in what's fun and 
throwing out the rest” endeavor fails to address the real issue, which 
is simply that “what's fun” is different for everyone. For some, it is the 
stunning 3D terrain and fabulous lighting and animation—and they'll 
all be there, you can bank on it. But for others, like the Ultima 
Dragons [see sidebar “Dragons on Fire’], it may very well be about 
baking bread. @ 























Here are a few of the new spells in Ultima Ascension. The artists and animators are pa 
‘round the clock to make sure that each of them provides a tay spectacular effect. 
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hese days, if you drop into most of the flight sim forums 

iy online and ask what is the king of the helicopter games, you'll 

almost certainly hear Longbow 2 over and over and over again. 
When facing such a genre-monopolizing juggernaut you'd 
think most developers would just look in different directions, but not the 
folks at Razorback Studios, one of Empire Interactive's semi-in-house 
design shops. Many of the team, including its head, Kevin Bezeant, 
worked at Digital Integration, and were involved with the Apache and 
Hind helicopter sims. At least they have the background armor with 
which to gird themselves in doing battle for players’ attention; they also 
think they have the weapons (e.g., gameplay ideas) with which they can 
whack away at Longbow’s hold on gamers’ computers. 

So what, then, are these weapons? Longbow 2 had extreme realism in its 
portrayal of helicopter systems and flight, and while Apache Havoc will 
have realistic modes, it doesn’t seem like they trying to take on Longbow in 
this regard; instead, they are working heavily on two areas: realistic heli- 
copter combat situations and environments, and strong support for multi- 
player from the get-go. Threaded throughout all of these is, of course, the 
dual-helicopter nature of the game—in essence, two sims in one. 


NAP OF THE EARTH 
Even in sims covering the most air-to-air oriented planes you'll often find 
some kind of ground attack or bombing missions; while the Air Force 
might not care to do it, gamers love getting down in the weeds. Short of 
dropping into a tank sim, helicopter games are the best for this; compar- 
atively slow and maneuverable, modern helicopters live at treetop (or 
lower!) levels when in action. Because of the importance of terrain in 
helicopter combat, Razorback is focusing a lot of attention on it. 

While many other games put pretty (but flat) textures over fixed 
polygonal meshes, Apache Havoc will have terrain that, while good look- 
ing, is also realistic in terms of helicopter operations. “We call it sculpted 
terrain” says Bezeant. “With most sims what you end up getting is a regu- 
lar array of spot heights, so basically the whole map area is covered in 
right angle triangles, and texture is just applied to that... which looks 
great—if you've got a fast jet sim and you're up quite high.” 

What Razorback is doing is taking digital terrain data and massaging 
it, decreasing polygon counts in flat or very regular terrain (where the 
extra polygons aren’t needed) and increasing counts where the terrain 
needs more detail, especially where the underlying terrain is very irregu- 
lar, or where there are linear features like rivers or roads. “With our sys- 
tem, all the polygons are arbitrary, so we basically cut out any shape we 
want,” Bezant says. “So on the side of a hill, instead of having a river or 
road lying [at an angle on the slope], we actually cut into the hill using 
geometry and build up some banks, so if there’s a river it’s flat. At low 
level it’s just a bit more convincing.” Forested areas are handled similarly; 
while they can’t yet do individual trees (although Bezeant says they have 
some ideas for this down the road), their forests are raised off the floor of 
the terrain, and when something passes through them, the forest is cut 
away. All this is to give gamers terrain in which they can use actual heli- 
copter tactics. But because of their variable polygon system, maps are 
relatively small; a test map (of Scotland) that’s some 256 by 256 kilome- 
ters takes up only 25 megabytes. 

While terrain is a major component of creating their realistic environ- 
ment, it’s not the only one. The second big component is the cockpit in 
which the player is placed. Instead of using 2D cockpits Razorback is 
modeling both the Apache and Havoc pilot's positions in 3D. At over 
100,000 polygons each, they are rendered out in far more detail than will 
be apparent in the final sim—indeed, if you zoom in using Lightwave, the 
3D modeling software they use, you can see that screw heads are in 3D, 
complete with slots for the screwdriver, and knobs have ridges. While 
this may seem excessive, the detail often carries through, even when 
rendered down, and it lets them build both a large number of fixed 
views (some 30 views which, when rendered in different lighting condi- 
tions, become 90 views) as well as a very clean-looking virtual cockpit. 
Gamers will be able to pan about the cockpit and then, when they stop 
moving, the game will snap to the closest view—a surprisingly effective 
method, as you don't see the “snap.” 

Notice the part about “pilot's position.” Says Bezeant, “Basically we've 
just put so much effort into the pilot's cockpit on both aircraft that we 
just don’t have time to do the co-pilot/gunner, which obviously means 
that, multiplayer, having one person as pilot, one co-pilot is not possible, 
but it’s always something that we can add later.” And this is where 





The game models cockpit lighting under three different conditions: day, dawn/dusk/storm, and night (seen here) 
Two of the campaigns will probably involve extensive amphibious operations: while neither helicopter is currently slated for amphibious operations, 


screws 
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Apache Havoc differs significantly from Longbow 2 (but where it’s similar 
to the original Longbow): “At the moment the pilot can actually do every- 
thing. It’s a question we get asked a lot, actually, whether we're doing 
the co-pilot/gunner, but | think that doing two helicopters like this, and 
doing them to this level of detail, is giving people something new any- 
way; for now people can just judge these cockpits as they are.” 

In addition to the terrain and the cockpits, the team is working on 
including other realistic environmental factors. Days will transition 
smoothly from dawn to noon to afternoon to dusk to night. Stormy 
weather won't just turn on; instead, a front will move through so you 
might, for example, get a few clouds, then a light rain, then finally a full- 
out thunderstorm, all with different amounts of lighting, wind, and pre- 
cipitation. Bezeant explains the reason for all this effort: “These heli- 
copters are all-weather, day/night capable, so all that [work] adds a lot of 
atmosphere to the game.” 


TAKING ON THE BEST 
Another keystone in Razorback’s design philosophy is that of making 
multiplayer part of the game from the very start. Indeed, because of the 






















The Longbow at dusk [3] A Havoc from the 


nature of the campaign engine, it doesn’t really matter whether a player 
is flying solo or with other gamers, either in competition or cooperative- 
ly—it'll all be the same to the system; in essence, solo gamers are flying 

missions in a multiplayer world, missions where all the other players are 
computer controlled. 

Multiplayer doesn’t just encompass single missions, but entire cam- 
paigns as well (they will include small “deathmatch” maps for faster 
action). Because of this, the campaigns have to be fully dynamic in 
nature. “With the multiplayer game, it's two [or more] of you playing, and 
if you go and land we can't sort of close the curtains, and let you watch 
your debriefing, and you start up again and it’s eight hours later, because 
somebody else is still playing—so the time of day has to be continuous.” 
You are, therefore, always in the gameworld, even when you're back at 

§ base; “If | land in order to refuel and rearm, I'm still an active component 
in the game, so I'm still vulnerable. | imagine that we'll get situations in 
the game where, if you allow yourself to be followed home, and you land 
to rearm and refuel, during that delay you are extremely [laughs] vulner- 

Mee able—that may lead to some nail-biting moments!” 
Right now there isn’t a campaign-level “wargame mode” (although 
they might develop something like that for a future expansion). Instead, 
Mee the computer generates tasks based on events within the world. A tank 
ee unit fights a battle, runs low on ammo, and generates a resupply task; 
the supply unit gets it, moves out, and generates a request for escort, 
and you as the gamer may choose to fly that task—if not, the computer 
will assign someone else (if anyone's available!). Gamers, too, can gener- 
ate tasks; for example, a call for artillery will be just another task. 

Tasks will queue up, shifting position within the queue based on prior- 
ity; you can either follow computer assignments or go off on your own. If 
a mission is multi-ship you may get other human or Al pilots to go with 
you; you could certainly run into situations where you have a mission 
that needs flying but not enough helicopters to do it—decision time! 
There won't be specific, canned missions in the game; instead, they'll run 
the campaign engine at high speed until the appropriate type of mission 
comes up, then let players fly that—in essence, a super-sophisticated 
random mission generator. 


TWO SIMS IN ONE 
The final feature of Apache Havoc is, of course, its inclusion of two oppos- 
ing helicopters in the same game. Says Bezeant, “I know that people 
, have done sims with more than one vehicle before, but they tend to be 
watered down. We can do a full simulation of each.” Indeed, they are 
even considering two separate flight manuals, one for each of the two 
helicopters. Multiplayer was the key reason for this approach. “What we 
wanted to do was put the Apache and the Havoc helicopters in one 
package so it means from day one you can go up against a real oppo- 
nent, rather than flying head-to-head against another Apache.” A follow- 
on game, Comanche Hokum, will include each side's reconnaissance/ 
attack helicopter, and all four will be able to fly on common battlefields. 
But that’s all something for down the road; for now gamers can focus on 
i » | flying and fighting the Apache or the Havoc—remember, keep your 
0 if { =| head down! 


business end (4) All-weather craft means this has to be an all-weather sim (5! A close-up of the model of the Havoc's cockpit; note the individually modeled 
the potential Is there (the Royal Marines, for example, were interested in the Apache) 
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— and crew performance improves 1-800-234-3088 (USA & Canada) 
with every successful scenario! with VISA or MasterCard. 





Sis 





www.panzercommander.com 














or the past several months, gamers on the other side of the 

Atlantic have had the opportunity to "fly" a 150-meter long, 

185,000-ton starship in Infogrames' /-War. This is a game that 

has caused something of a buzz for a number of reasons. The 
most obvious is that /-War revolves around commanding a small capital 
ship, which is unlike the vast majority of games in the space combat 
genre which are based around the starfighter. By modeling such a mas- 
sive vessel, developer Particle Systems has thrown Newtonian physics 
into the mix, meaning that mass, momentum, and inertia are factors as 
important as lasers and missiles. Then there are the frenzied battles that 
at times rival those seen in Star Wars and Star Trek. It doesn't hurt that 
gamers have noted the impressive graphics, all the more so in light of 
the fact they're not 3D accelerated. Top it off with one of stronger story- 
lines to come along in some time. With qualities like these, it's probably 
obvious why Infogrames and Particle Systems are readying a U.S. version 
of the game, titled Independence War (the original name was already 
trademarked in the U.S.) 

Independence War is set more than 200 years into the future, during 
the time when an overcrowded Earth struggles to deal with a guerrilla 
war out in the stars. Players command the 
Dreadnaught, a Commonwealth Navy 
corvette and the former command of 
Jefferson Clay. The Navy's greatest captain, 
Clay earned his hero reputation the good 
ol’ fashioned way, he died for it. The 
Dreadnaught is a sleek looking vessel, bear- 
ing a passing resemblance to the Defiant on Deep Space 9. Command of 
this warship is accomplished by jumping about four primary bridge sta- 
tions: Command, Navigation, Weapons, and Engineering. Each of the sta- 
tions have their obvious specialties; for example, should the ship take 
damage during combat, switching to the Engineering station allows you 
to direct the efforts of the damage repair teams. But since the ship is 
made up of more than 30 key systems, it’s often a desperate race to 
repair things before it’s too late. Systems also need to be repaired in a 
logical order as well. It’s no use fixing the weapons systems first if the 
reactor to power them is still off-line or the power grid to deliver that 
power is crippled. 


|_ TEAM WORK __ 


A startling fact is that the entire game—from the design, the program- 
ming, the missions, the art, the sound, and the lengthy animated 
scenes—was done by a team of six. In a day and age when some comput- 
er games have credits that rival motion picture productions, six seems like 
an awfully small number for a game of this scale and scope. Still, Particle 
Systems has managed to create not only an involving game, but a sensa- 
tion of playing around in a vast universe as well. The Dreadnaught has 
several means of getting about. First, there are the thrusters, which oper- 
ate at the speeds combat takes place. Then there's the LDS system, a sort 
of sublight speed designed for inner-system travel. Then, to "jump" from 
star system to star system, there're the capsule drives, which operate only 
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at strategic Lagrange Points (actual points in space where the gravitation- 
al pull and centrifugal forces of two bodies cancel each other out). With 
these kind of propulsion systems, there’s a strong temptation to explore 
the galaxy. In fact, co-designer Glyn Williams says that they had made it 
possible to freely explore for testing purposes, but removed it afterwards. 
Still, he does mention that this kind of open, dynamic universe could be a 
goal further down the road. For now, Independence War is built around 
approximately 40 scripted missions. 

The physics of the game seem very real. Just how real might be up to 
debate, but as Williams puts it, "we could design the physics to fit the 
game." He says they were aiming for the kind of chaotic fleet actions 
seen in movies and television shows—it’s not unusual to watch as ships 
tumble out of control. Mastering the physics is also one of the chal- 
lenges. The game is more easily played from the assisted flight mode, 
which automatically corrects for inertial slide. This results in a flight expe- 
rience not unlike those found in conventional starfighter games. 
However, experts may tackle the free flight mode, which disables the 
computer-controlled flight assistance. While difficult to master, this 
opens the door to a number of complicated inertial maneuvers. 





































(i) A briefing for a salvage mission [2] Orbiting Earth. If it looks good, it’s because the textures were taken from NASA photos 
gorgeous blue nebula [5] Trouble from behind [6] Scotty, | need main power in 30 seconds or else we're dead! 
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So what are differences between /-War and Independence War? The main 
changes are in the visual realm, as Particle Systems has added support for 
3Dfx Voodoo and Voodoo? accelerators. With hardware acceleration, the 
geometry of the ships has been increased. In /-War, primary models consist- 
ed of about 300 polygons, a number that has been raised to around 650 
polygons, meaning more detailed ships. The 3D eye-candy also translates 
into background gas nebulas, translucent smoke trails for missiles, and a 
Star Trek-like shield effect. The textures have also been redone, an effect 
best seen when cruising about our own solar system. A quick jaunt around 
Jupiter reveals moons like lo and Europa in just about the right places with 
textures taken from NASA probes, so the heavenly bodies look heavenly. 
Gameplay-wise, a new arcade-type mode is being introduced to pacify 
the trigger-happy (i.e., Americans). In this action-heavy mode, the players’ 
weapons are stronger while enemy vessels are also easier to destroy. The 
arcade flight model also lessens the mass of the Dreadnaught, meaning a 
more responsive ship. And finally, a few minor scripting problems will be 
fixed in the missions, including a doozy near the beginning that explains 
just how Jefferson Clay "survived" his martyrdom. Before European readers 
start grumbling about pampered Americans and all the nice new features 
they're getting, relax—a free upgrade will be made available online at 
about the same time Independence War comes out in the states, which 
should be early this Fall. @ 










\|-War * Infogrames * wuiw.infogrames.com 
Requirements: Windows 95, 90 MHz Pentium or higher, 
16 MB RAM, 4X CD-ROM ° Multiplayer: None 
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[3] Docked at the station; notice the computerized vector trail from the departing ship [4] The Dreadnaught against a 
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f\you needed a poster child for good ol’ fashioned, hard-core, turn-based gaming val- 
ués, you'd be hard pressed to find one better than the Warlords series. From the sin- 
gle-map game that was the original Warlords we've seen the series evolve: Warlords 
IJadded many more maps and a random map generator, while Warlords II Deluxe 
added an extensive editor and a slew of special units; Warlords III deepened the 
series gameplay—with things like the expanded use of heroes and magic, extensive 
customizability options, and improved multiplayer support—at the same time it 
brought the franchise's graphics quality up to a more modern level (it did not, how- 
ewer, ship with an editor). So what's next? Warlords III Deluxe? Warlords IV? a? 
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WARLORDS II: DARKLORDS RISING 


If you build a better warlord, will the world beat a path to your door? 





Neither. Red Orb and developer SSG have been working on something in 
between, something they call Warlords Ill: Darklords Rising. Set some 1100 
years after Warlords Ill, it portrays the return of Lords Bane and Sartek, 
those two destruction-loving dudes, to the land of Etheria, where they 
wreak merry havoc across a number of new campaigns and missions. 

In brief, Darklords Rising includes everything that Warlords III did: the 
10 scenario campaign, the 13 stand-alone scenarios, the 82 army types, 
the 10 hero types, the 20 spells, and 10 abilities. Then it adds four new 
campaigns (totaling 28 scenarios), 15 new stand-alone scenarios, 30 new 
army types (all of them fantasy-oriented—there won't be any sci-fi or his- 
torical units), five new heroes, 15 new spells and 6-10 new abilities. It also 
reintroduces personalities (basically, handicapping) to the series. It also 
expands the kinds of games you can play in multiplayer (including co-op 
play) and in random missions. Red Orb’s Dexter Chow (Senior Producer 
on the title) says that they are working on improving the already strong 
Al. Perhaps most significantly, it adds something a small core of players 
have been clamoring for since Warlords Ill, a series of editors. 

Chow says that they have spent almost as much time in development 
of this follow-on game as they have on the original. What hasn’t 
changed significantly is the engine. When we offered up the comparison 
to Heroes of Might and Magic and it's sequel Heroes of Might and Magic Il, 
Chow agrees whole-heartedly; however, he says he resisted attempts to 
turn this game into Warlords IV specifically because they weren't giving 
gamers a new engine. Sure, there’s a lot of new stuff with which to 
enhance and expand their Warlords Ill experience, but not the different 
experience, one with a different feel, that he believes would be needed 
for the next numerical increase in the series. Nevertheless, this is consid- 
ered a full game (and will be sold as such—there are currently no plans 
for an upgrade path), so let’s take a more detailed look at what it offers. 


[1] The Map Editor is where you'll spend the bulk of your time when designing scenarios [2] A sampling of new terrain [3] The editor lets you try your hand at 


EDIT ME THIS 

A major part of the new game, the various editors are divided up into 
two separate packages, the Scenario Builder and the Campaign Builder. 
The Campaign Builder is simply used to combine existing scenario files 
into campaigns, and is decidedly utilitarian. You will be able to write 
back-story text, tie the scenarios together, and, according to Chow, 
specify the carry-over of components from scenario to scenario. Because 
they've basically eliminated the between-scenario full-motion video cut 
scenes of Warlords III, gamers should be able to compile campaigns 
equal in quality to those SSG creates. 

The Scenario Builder, however, is where the bulk of the creative 
potential lies. It has several separate editors: an item editor for creating 
new artifacts and an extensive map editor are perhaps the most signifi- 
cant, although the sides, data, intro, and diplomacy editors will all be 
important tools for creating an integrated scenario. 

The sharp-eyed will note one editor not included—a unit editor. 
Warlords II Deluxe achieved some notoriety amongst the hard-core 
because of its flexible unit editor, a tool gamers used to create many non- 
fantasy armies and settings. This, however, was back in the days of non- 
animated unit icons; the animation, shadowing, increased color depth, 
and multiple facings of units in Warlords Il mean that a unit editor would, 
according to Chow, be impractical. This also explains the lack of any new 
“funky” unit types beyond the Warlords norm; he says that even the 30 
new units have been a big effort (most of it involved in the artwork). 


NEW UPON THE LAND 

Much of what's new expands on existing gameplay components; 
instead of going into explicit detail on the added armies, skills, heroes, 
and spells, we've summarized them (see tables |, Il, and Ill). There are 
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plenty of other little tweaks and additions beyond those listed in 
the tables. There are two new sites, a Ranger Tower (+2 to the view 
range of all armies created in the nearest city) and a Barracks (-1 to 
production time of armies created in the nearest city). Armies may 
now rebuild a razed city (for 800 gold). SSG has expanded the ran- 
dom map generation options, giving you control over the amount 
of forest, mountain, and river terrain that will be generated. You 
now have several vectoring options, including the ability to increase 
the time vectoring takes across extra-long distances. Some routines 
have been written to improve computer performance in new game 
types. While not in the build we have, the game will have four to six 
new terrain types, including “ice” terrain (snowy hills, mountain, 
forests, etc.). 

Chow is enthused over the new game types and three new victo- 
ty conditions they've designed for Darlords Rising. In addition to the 
“standard” game type there are now seven varieties of games for 
random maps: Heirs to an Ancient Power, where each side starts 
with a hero with a powerful magical artifact; Battle of the Titans, 
with each side starting with a level 10 hero; Against the Horde, 
where Black starts in the north with 15 cities and all other players 
start in the south, allied, with one city each; Crusade, where White 
starts in the north with five cities and “lots of armies,” while all other 
sides start in the south, allied, with one city each; North vs. South, 
where four sides start allied in the north and the other four allied in 
the south; Instant Chaos, all sides start clumped together in the cen- 
ter of the map; Two Against the World, where two sides with three 
cities each start allied in the center of the map and all other sides 
start allied with one city each, off on the edge of the map; and 
Hammer and Anvil, where two sides with three cities each start 
allied, one in the north, one in the south, with the others allied and 
starting off in between. 

Three new victory conditions are especially good for multiplayer. 
King of the Hill awards victory to the side that can hold the city of 
Utopia (which starts the game with an income of 100 gold, has its 
mana level set to 10 Gray, and is stocked with neutral armies) for ten 
turns. Capture the Flag gives each side a powerful magic item (the 
hero carrying it is indicated with a flag); the side that can collect all 
of them wins. Fortress asks the player who will be warlord to first 
capture all of the capital cities. 


ON TO BATTLE 

So obviously there’s a lot of new “stuff,” but it all fits within the Warlords 
Ill context. A veteran of that game will feel right at home, just like folks 
who played Command & Conquer could jump right into Red Alert or folks 
who played Heroes of Might and Magic could start playing its sequel with 
nary a glance at the manual. Even in its alpha incarnation, Darlords Rising 
plays just like Warlords II]. Chow acknowledges this but says he feels 
they've given gamers enough new (much of it gamer requested) to justi- 
fy calling it a new game. 









New Skills 


Units increase their strength up to the banding bonus) for every 
similar unit in a stack 
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Similas to poison and disease, but affected arpyshas three points 
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A blue team member (in the center of the screen) 
attempts to gun down a fleeing red team member 


Ineleam 


Feeling (anti) social? Reach out 
and touch someone... 





ireTeam is an online-only action game reminiscent of Origin’s on. Each character has different strengths and weaknesses—the 
= Crusader: No Remorse. You play in isometric arenas, attempting to Commando is the best, all-around character in terms of firepower and 
achieve whatever goal the particular scenario calls for with your mobility, the Gunner has heavier weaponry at his disposal but moves more 
team. Each team can have up to four . ce: slowly, and the Scout moves the quickest 


members, all of whom you can speak to 
in real-time thanks to the headset 
included with the game. 

The installation procedure for the 
game is simple, leading you through 
configuring your headset to work with 
Windows 95, and then allowing you to 
test it. Once that’s done, you register an 
account with Multitude via their web 
site, and then return to the game client 
to enter the game lobby itself. 

The game lobby checks to see if you 
have the latest version of FireTeam; if 
not, it patches the game to bring you up 
to date. The lobby itself is stark and spar- 
tan, and reminiscent of Kali’s. You can 
chat with people via keyboard, view IAthreceway(onteem) 
information on games in progress, and game, with a green team mem- 
otherwise join or start your own game. ber taking fire in the center. 
Unfortunately, there’s no support for 
one-on-one voice communication when _‘ The autoturret can be used to 
in the lobby; this seems a shame when secure areas of strategic 
you consider that real-time voice is a key Ae wea 
selling point of the game. 

Each game is ten minutes long—a Green Team decimates Red 
length chosen to allow short “in and out” Team's base ina spirited game 
games, thus allowing as many people on of BaseTag. 
the service to play as possible. You select Yes, it’s football with big 
from various types of games to play, guns... it doesn’t get any bet- 
including the classic “Capture the Flag” ter than this! 
scenario, “BaseTag,” where part of your 
team defends your base 
and the rest attempts to 
find and destroy the 
enemies’ base, 
“Gunball,” or football 
with guns, and finally 
“Team Deathmatch,” a 
scenario with a twist 
that rewards you for 
protecting teammates. 
Multitude plans to 
expand and update the 
game even after 
launched, adding new 


and carries enemy detection gear which 
conveys radar information to teammates. 

Once you've selected a game and it 
fills up, you're launched into the arena. 
You quickly move toward your objectives, 
talking (or as the case might be, yelling) 
to your squad as the situation shifts 
around you. The voice quality is surpris- 
ingly good, although there are occasional 
dropouts. More annoying are the mixing 
problems, where some game sound 
effects are significantly louder than team- 
mates’ voices—there are times when it is 
difficult to hear a cry for help over the 
din. This is likely to be fixed by the time 
the game is released. 

Movement is controlled via the keyboard 
and mouse. The keyboard allows you to 
move about, crouch/stand, and select cer- 
tain items or weapons via hotkeys. Motion 
feels slightly slow, probably due to latency- 
masking, but is still quite playable—just 
don’t expect any roll, stand, and fire sorts of 
stunts like you might be able to pull in 
Crusader: No Remorse. The mouse is used to 
target objects or 
enemies in the 
game. One nice 
feature of target- 
ing is that the 
game takes into 
account the time 
you take to aim at 
something—the 
longer you hold 
the crosshair over 
a target before fir- 
ing, the better per- 
centage chance 
you have to hit. 
This causes the game to feel somewhat more strategic, and a little less 
like an all-out deathmatch. 

FireTeam takes the social aspect (or lack thereof) of online gaming 
head-on, and is definitely on to something. It’s unlikely you'll feel as 
attached to online teammates elsewhere as you do while playing this 























scenarios, maps, and game. If Multitude can iron out some of the voice drop-outs and 

(possibly) character types to play. sound mixing issues, they just might have a small revolution in online 
You start a game by selecting the type of game, the character type gaming on their hands... —André Vrignaud 

you wish to play (Commando, Scout, Gunner), and the team side you're FireTeam + Multitiude * Windows 95 
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Napoleon on the move; 


weather—everyone talks about them, but rarely has anyone 
done anything about them... at least until now. Empire's 
Greenius studio, headed by Steven Green, has been quietly working on 


Oo perational or strategic-level Napoleonic games are a lot like the 


just such a game for about two years 
now, and we are the first to get a 


the solid line shows the movement 
path, the dashed line behind the unit shows where it’s > 
stretched out along the road 
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Napolean 1813 


Campaigning with L’Empereur 



































look at the game wargamers have 
been clamoring for. The working title = |E_+_ 
is Napoleon 1813, and it’s the first in AAAAAly 
what Empire has nicknamed the \ 
Wargamer series (also a working 
title). The second game in the 
series—planned to ship nine months 
after Napoleon—will cover the U.S. 
Civil War, and designer Benedict 
Wilkins says user input may play a 
part in determining what a third 
game will portray (he says that the 
system “is basically designed to sim- 
ulate any large-scale conflict 
between 1700 and 1900”). 

The game covers the 1813 and 1814 cam- 
paigns in central Europe and France, and will 
provide several different gameplay options: you 
can fight the entire campaign from February 
1813 to the middle of 1814, or can game out 
shorter segments on the full map or subsets on 
smaller maps. They are working on multiplayer, 
but it may not make it into the initial game (if it 
doesn't, it'll probably come out later as a 
patch/update). The game will be two-tiered, with 
an operational/strategic scale for the movement 
of armies and the conduct of non-combat opera- 


lux be Fase 





tions (supply, diplomacy, etc) and a tactical scale for 


the actual resolutions of battles (when we saw the 
game the tactical level hadn't been implemented 
yet, but the operational/strategic level was already 
roughly playable). 

At the operational/strategic level they are doing 
several things different from the norm. First off, the 


orient 
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4 Information on the 
French 1st Army under 
Napoleon 


Most of the artwork in p 
the game is original 


Y¥ The campaign level has 
four zoom settings; pictured 
is the closest in 








the speed the game runs at will be adjustable. Also, the game will allow 
the gamer to enter orders, and then advance the game in increments of 
a day, a week, or two weeks, essentially making the game turn-based 
with simultaneously executed turns. 


The second difference is that instead of having 
a grid-based map, the operational map will be 
node oriented, basically following the road-city- 
fortress network as it existed then. “We feel this 
makes the game more historical,” says Wilkins. “It 
also gives us a real shot at making a really good, 
strong Al. It also allows us to [make] the Al behave 
like a historical general.” 

Command and control (complete with commu- 
nications delays) plays a big part in the game, as 
do other real-world issues like supply, the politics 
of the era, non-combat attrition, roadway bottle- 
necks, recruitment, and national morale. You as 
the commander of a side will have to balance out 
the characteristics, quirks, and capabilities (which 
means strengths and weaknesses) of 
your various generals and their 
troops; for example, you may not 
want to put Ney in charge of a 
defense, nor put a Russian general in 
charge of Swedish troops. Generals 
may, depending on their level of 
aggressiveness, modify your orders 
based on their style of command. 

Even though the tactical engine 
wasn't ready to be shown, quite a few 
of the details have been fixed. It is 
also real time, but this time 
it is grid based (invisible 








game will run in real time (perhaps “adjustable con- 
tinuous time” is a better term). Wilkins says they like 
this approach because it lets them do things that 
would be impossible in board wargames. This does- 
n't mean they are doing a Clone & Conquer game 
with Napoleonic overtones—rather, the game is 
closer to Sid Meier's Gettysburg! or the upcoming 
Road to Moscow. Says Wilkins, “We don’t want to 
make the game totally real-time; | know wargamers 





hexes). Given the game's 
“high commander” empha- 
sis (Wilkins notes that 
“Napoleon never sent an 
order to anything less than 
a corps”), the basic maneu- 
ver element you'll command 
will be a division, although 
regiments/battalions will be 
represented on the field. 
While Green was the pro- 
grammer on Fields of Glory 
and The Civil War (Empire's 
Mark Havens is quick to 





don't like it to become a click-fest, which we're trying to avoid. We want 
the player to think about his plan, set that plan up, then go away and 
know his troops will do roughly what he wanted them to do.” Gamers 
have the option of having the game pause while they enter orders, and 
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point out that he was the 
programmer, not the 


designer on those less-than-well-received games), they want to avoid 
the “toy soldier look” of those and other games—they want you to feel 
like you're controlling a massive army. —Scott Udell 

Wargamer: Napoleon 1813 * Empire Interactive * Windows 95 








—====—> Top-notch 3D graphics showcase cities, 
scorched terrain, real-time lighting effects, 
and the AH-64A Apache combat helicopter. 


=== Test your combat skills in two full 
campaigns and 18 stand alone missions; 
mission editor provided for extended 
gameplay. 


==> Interactive flight environment registers turbulence from 
explosions, blasts, and other aircraft - support for force 
feedback joysticks included! 








=== Manage your team of ace pilots! 
Options include skill ratings, fatigue 
and morale management, recruitment, 
and courts martial. 


<=> Training mode with instructor feedback, | 
adjustable difficulty settings, and . 
easy/advanced flight models will get 
you in the air fast. 


===> Supports both head-to-head and 
cooperative multiplayer for dogfights 
over the internet, on a local network, or 
modem to modem against your buddy. 


Armed to the teeth — 
and dressed te kealik oo etree & 


)1998 Simis Holdings Ltd. All rights reserved. Team Apache is a trademark 
f-SimistHolding Walt teed under license by Mindscape Ine: www.teamapache.mindscape.com 





Soldiers at War 


From North Africa to VE Day with Willy and Joe 


hile there are a fair number of squad- 
W level, turn-based games on the mar- 

ket (counting bargain bins), nearly 
every one of them has a fictional or futuristic 
setting. Enter SSI, with Soldiers at War, a game 
developed by Random Games and based on the 
engine used in New World Computing’s Wages 
of War. When Random developed that game, 
they chose a near-future mercenary force as 
their focus; this time, it’s your average squad of 
dogfaces, circa 1942-45, which gets the call. 

Make no mistake, though. While Soldiers at 
War is chock-full of WWII weapons, uniforms, and 
locales, this is the war according to Warner Bros., 
not the War Department. SSI and Random make 
no bones about this; the focus of the game is 
clearly war as it was in the movies, and there are 
no claims to the contrary. You have your multi- 
ethnic platoon—the Italian guy, the 
big hick, the bookworm, the Jewish kid, 
the Swede, and even a fairly large 
group of African-Americans. You have 
your selection of desperate missions, 
far beyond the milieu of the average 
Gl—commando raids, covert ops, deep 
raids behind enemy lines. And you 
have heroics—impossible shots, stag- 
gering endurance, incredible tough- 
ness despite multiple bullet wounds. In 
many ways, it’s just like the movies, 
only without John Wayne. 

There are fifteen campaign scenar- 
ios, which are also playable separately, 
and three “ambush” scenarios that 
occur after certain missions. SSI pro- 
vides a decent selection of custom missions, 
both single and multiplayer, and some of these 
allow you to play the German side for a little 
Teutonic hell-raising. Up to four can play over a 
LAN or the Internet; it works, but it can be very 
slow, depending on how fast each player moves, 
and there is no way to save multiplayer games 
in progress. Most interestingly, there is also a 
full-featured mission editor, which allows the 
creation of individual scenarios (though not 
campaigns) for solo or network/Internet play. 

In practice, all of this adds up to something 
less than the sum of its parts. While game graph- 
ics are generally excellent—the buildings, equip- 
ment, and extras like ships and planes are fan- 
tastic—the interface is awkward and parts of the 
game seem rough. The interface panels take up 
too much of the game screen. There are no key- 
board equivalents for the most commonly-used 
commands. Equipping soldiers is slow and frus- 
trating, as every item must be moved to or from 
its respective storage area individually, and the 
lists of equipment reset with every switch to a 
different listing. One mission (the Rhine bridge) 
cannot be completed successfully without using 
the editor to remove certain victory conditions, 
and the game accesses the CD every time a sol- 
dier does anything, which is infuriating. 

The campaign game is enjoyable, but forget- 
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Your band of merry 
men deploys 
through a building 


Your platoon. 
Three guys have 
already paid the 
ultimate price 


Das Boot—a pleas- 
ant battle by the 
sea-side 


This tank is profan- 
ing sacred ground. 
Let’s kill it 








table; there is little sense of continuity or pur- 
pose, and though experienced soldiers become 
lean, mean fighting machines by the end of the 
game, they never develop any personality like 
the mercs in Jagged Alliance for example. 
Perhaps the lack of any use of voice beyond a 
handful of “I can’t do that” phrases accounts for 
the faceless nature of these grunts. Individual 
battles can be tense, exciting affairs, but the 
complete lack of any morale rules means sol- 
diers fight until death, never flinch or duck, and 
are oblivious to their surroundings. Even in 
Hollywood soldiers panic, cower, and run; why 
not here? And the line of sight rules are 
Byzantine at best and impenetrable at worst; the 
































manual does not explain much, and the seven 
levels of elevation available on each map make 
it very difficult to get a good grip on the lay of 
the land. And finally, tanks and other vehicles 
are stationary—they never, ever, move. 

Despite its flaws, though, the game is fairly 
successful in capturing the spirit of WWII tactical 
combat as the movies present it. Burp-guns 
belch fire, potato mashers blast machine gun 
nests, machine guns chatter—and most every- © 
thing blows up real good. The editor is flexible 
and powerful, and while the Al for the enemy 
soldiers is occasionally lacking (entering the map 
facing the wrong direction, etc.), the tactical situ- 
ations in the game are generally challenging. 
Too bad Random and SSI couldn't have provid- 
ed a decent strategic wrapper for this game. 
After all, if you eschew realism for fun, why not 
go whole hog and give gamers a Metaviran- 
quality diversion? Sirtech did with Jagged 
Alliance; let's hope Random and SSI can do the 
same with their next tactical game, Chaos Gate. 
—Robert Mayer 
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Soldiers at War 

SSI * www.ssionline.com * Requirements: 
Windows 95, 120Mhz Pentium or higher, 16MB 
RAM, 4X CD-ROM, + Multiplayer: 2-4 players, 
LAN, Internet 
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© PC Servicing 

© Computer Programming 

© Game Programming 

© Multimedia Programming, 
and more! j 


Game Programming 
Fundamentals 

Learn programming the easy 
way in this new course featuring 
graphic simulations, animation, 
and sound effects. Not only will 
you learn the fundamentals of 
game programming, but you'll 
also gain an in-depth under- 
standing of your choice of 
programming languages: Visual 
Basic, C++, or Java. An explod- 
ing field in programming, 
computer gaming has a strong 
and growing market among the 
MTV-generation. This course 
teaches you how a popular 
computer game was written, 
from storyboarding to coding. 
In addition to covering game 
design, performance, and 
debugging, you'll gain hands-on 
experience as you make direct 
modifications to the game itself. 


Please note: You must own a PC and be 
computer literate in order to take this 
program. A personal computer is not 
included. 


NRI has new 
products and 
services we just 
know you won't be 
able to pass up — 
a powerful 
Pentium® MMX 
PC that you 
train with 
and keep, a 


Game 
Programming 
Fundamentals, great 
diagnostic and interactive 
software in our newly updated PC 

Servicing course, and an all-new 
Computer Programming course featuring 
in-depth coverage of your choice of 
popular languages. 


PC Servicing 

In NRI’s PC Servicing course, you'll 
become acquainted with the Internet, 
perform actual experiments with today’s 
most sophisticated diagnostic tools, and 
experiment with NRI’s exclusive labs: 
computer-aided electronics demonstra- 
tions, 8085 Microprocessor, and NRI 
Discovery Lab, a complete breadboarding 
system. With the active support of helpful 


Schools 


4401 Connecticut Avenue, NW ¢ Washington, DC 20008 


Y Check for a free catalog. 
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1e Computer Programming and PC 
Servicing courses feature the Pentium 
ctive CD-RO! 


233 MMX PC, Norton Inte 
and a guaranteed Windows 98 upgrade. 


NRI instructors, this course will also help 
you prepare for the A+ certification exam, 
with updated lessons and interactive 
tutorial. 


Computer Programming 

Whatever your previous experience, NRI’s 
Computer Programming course gives you 
the hands-on training you need to com- 
pete in today’s high-tech marketplace. 
Step by step, you acquire basic skills and 
master more complex programming 
design concepts and techniques, ulti- 
mately focusing in depth on your choice of 
anguages: Visual Basic, C++, or Java. 





The Pentium® 233 MHz PC 
@ MMX™ technology 
@ 32 meg RAM 
@ 4 gigabyte 
hard drive 
@ VGA color 
monitor 
@ 16X CD-ROM drive 
@ 16-bit sound card 
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Watch your job prospec 
rise with NRI’s innovative 
PC training 


usinesses everywhere promise solid 
B employment prospects for people 

with the skills to create software for a 
Windows environment, program multimedia 
applications, or set up office networking 
systems. Now, you can prepare for success in —_,, 
today’s hottest PC careers with your choice of 
NRI’s innovative new courses: 












Networking with Windows NT a 
Networking has revolutionized the workplace. A 
Now you can make it your specialty! NRI’s 
Networking with Windows NT course enables ' 
you to earn top dollar setting up network getting publications. And now, NRI has just _tion to business presentations — easier and 
foundations with Windows NT 4.0, the leading updated its popular desktop publishing more exciting. NRI’s newest programming 
server in terms of power, usability, and inte- course to feature today's most sought-after course helps you bring text a : 
gration. This comprehensive course gives you software, Adobe PageMaker 5.0. NRI’s and graphics to life with 
the skills to install, maintain, troubleshoot, course moves from the basics of design to sound, animation, and photo- 
and adapt the kind of networks today’s busi- __ the intricacies of electronic publishing and —_ quality images. As you become | 
nesses need to operate efficiently. the Internet, giving you the complete know- _ skilled with the profes- 

how you need to succeed in a new career or __sional-level Asymetrix 
Desktop Publishing 2 an exciting home-based business. Toolbook authoring 
with PageMaker™ ; “a software included in j 
Today, businesses of every kind kk. Multimedia Programming your course, you'll be able to add drama 
need skilled desktop You can create the kinds of contempo- and impact to all your computer applica- 
publishers to create rary multimedia programs that make tions, ultimately creating the kinds of 


eye-catching, result- everything — from shopping to educa- dynamic programs that will put you at the 
r +4 forefront of multimedia technology. 
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Dark Omen 


The latest Warhammer is a near Myth 


he real-time strategy craze was still in its 
T infancy when Mindscape released the pre- 

decessor to Warhammer: Dark Omen, but 
even then it could be said that Shadow of the 
Horned Rat was a shining example of everything 
that was both right and wrong with the genre. 
Forgoing the more abstract approach of Warcraft, 
Games Workshop set out to bring the tactical 
depth of their tabletop miniatures game to the 
computer. Detailed regimental controls and real- 
istic pacing showed just how “real” a real-time 
game could be, but a clumsy interface and overt 
action elements (the bane of any grognard) left 
players with a game that they either hated to love 
or loved to hate. Two years and one publisher 
later, Games Workshop is ready to prove that 
they have learned from experience and crafted a 
truly excellent fantasy tactical wargame... almost. 
The fly-to-ointment ratio is certainly much 
improved this time around, but a few nagging 
flaws still manage to drag Dark Omen back from 
the brink of greatness. 

Anumber of improvements to the interface 
make commanding your regiments in Dark Omen 
amore streamlined affair. The full screen view win- 
dow makes for much better situational awareness, 
especially when you consider that the battlefields 
are smaller on average than those in Shadow of 
the Horned Rat. Selecting and commanding units 
is a snap, and it needs to be—the only action units 
will take on their dwn is to fight back when 


The overhead map pauses the game and allows 
the player to assess the strength of enemy units 





It is unlikely that this Imperial steam tank 
would pass California emissions... 














Decisions, decisions... choices 
offered in some cutscenes allow the 
player to explore multiple story 
branches 


The terrain in Dark Omen is as varied 
as it is pretty 


Morgan Bernhardt and his 
Grudgebringer mercenaries are back 
and ready for action 





Grudgebringer 
Cavalry 


attacked and rout when their morale falters. Any 
other sort of action requires specific orders: 
infantry will gladly sit with their backs to an 


_ approaching enemy regiment until you tell them 


to wheel and engage, missile units will blithely 
continue to fire on a target even after it has 
engaged one of your own regiments... you get 
the idea. The micromanagement is micromanage- 
able, but like its predecessor Dark Omen lacks the 
invaluable option of issuing orders while the 
game is paused, and at times it feels as if the game 
is testing your reflexes rather than your tactical 
prowess. Adding to the sting is the continued 
presence of the almost universally despised “hero 
button,” an option that allows you to boost a regi- 
ment's fighting ability by pounding on the button 
repeatedly with Whack-A-Mole-esque fury. Use of 
the button is not required to win, and while it 
does have a kind of cathartic appeal, it also places 
emphasis on a facet of real-time gaming that most 
players would rather do away with. 

The campaign remains one of the strongest 
elements of the game, and this is where Dark 
Omen actually surpasses other real-time games on 
the market. Rather than a string of largely unrelat- 
ed scenarios that offer constantly changing forces 
and little sense of personal advancement, the 
player retains and adds to the same core army 
over the course of the campaign. Troops fight bet- 
ter with experience, and the player can now 
improve regiments’ armor and reassign magic 
items between scenarios as well. Reinforcements 
are always available between missions (as long as 
you have enough gold), and it no longer costs 
money to field regiments. Whether or not this is 
an improvement is largely a matter of taste—the 
extra money gives you more flexibility in replacing 
casualties (the need for perfect victories was a 











common criticism of the original game), but a bit 
of the mercenary flavor is lost in the process. 
Simply making more gold available would have 
been a better solution. 

The story is decent, and though it lacks the 
dark and original atmosphere of Myth, it does 
have a few strengths of its own. The player is 
offered periodic choices during the cutscenes 
that lead to side missions or change the nature 
of a battle. Helping the dwarves fight their way 
through a mountain pass might delay your own 
mission, but could yield a valuable reward. The 
siege of Helmgart can be played on either the 
attacking or defending side, depending on how 
quickly you get there. These options do not 
entirely hide the fact that the overall plot is lin- 
ear, but they do make the player feel like more 
of a participant and less like a passenger merely 
tagging along for the ride. 

Make no mistake—Dark Omen is not per- 
fect. There is still a little too much emphasis 
on action, and not all of the shortcomings of 
the game's predecessor have been eliminated. 
The improvements that have been made add 
substantially to the game's appeal, but are 
they enough to appease the critics of Shadow 
of the Horned Rat? Perhaps. If not, they can still 
take their aggressions out by pounding on the 
hero button... -Benjamin E. Sones 





Warhammer: Dark Omen 

Electronic Arts * www.darkomen.com + 
Requirements: Windows 95, 120MHz Pentium 
or higher, 16 MB of RAM, 4X CD-ROM + 
Multiplayer: 2 players, Internet, LAN, modem, 
null-modem 
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Industry Giant 


Or perhaps Micro-Management Giant 


is essentially a translation of the German 

original Der Industrie Gigant. Occasionally 
the game reveals it’s roots either in the scenar- 
ios set in Germany or more discretely in the 
background where the newspaper headlines 
are in German. Playing the game is a lot like 
dating the stereotypical cheerleader; very 
attractive to look at but after a while you find 
yourself wishing there was more inside. 

Visually speaking, Industry Giant is a dead 
ringer for MicroProse’s Transport Tycoon, using 
the same isometric view and simi- 
lar transportation networks. 
However, you are more than a Rail 
Baron in this game—not only do 
you haul the commodities but you 
control building and selling them 
as well. With over 50 commodities 
made from 11 raw materials, the 
game imposes few restrictions. 
There are nine industries ranging 
from toys to jewelry to printing 
presses that allow the player to 
pick their market niche and make a 
go at proving they've got what it 
takes to rise to the top. Overlay that with geo- 
graphical considerations and the choices are 
almost endless. 

The game's free-form option excels at pro- 
viding the player with a chance to build sprawl- 
ing financial empires that span the country. 
Once the money starts to flow in, there are no 
limits and massive industrial complexes spring 
up with the click of the mouse, while mighty 
mountain peaks are leveled to make room for 
new retail stores. The game shines in this 
regard, allowing the player to build an empire 
starting in 1960 and continuing on for a full 
century, with the included editor allowing for 
customized worlds. Watching your brand new 
car dealership turn a profit will bring a smile to 
even the hardest CEO's face. For the senses, 
rich graphics and catchy music compliment the 
thrill of construction as your economic jugger- 
naut rolls towards fortune. The algorithms for 
the transportation side of the game seem fairly 
thorough and only on occasion do trains get 
hopelessly confused or trucks get caught in 
permanent traffic jams. 

Outside of the free-form game option, 
Industry Giant comes with a handful of scenar- 
ios and a campaign game formed of several 
contracts (read missions). The campaign chal- 
lenges the player to figure out how to earn 
enough cash before time is up. Each successful 
contract results in gaining a number of votes 
from the Board of Directors to get elected 
Chairman. Unfortunately, in the campaign 
game each mission is independent and there 
is no carryover from one contract to the next. 
The scenarios feature competition coming 
from the Al's ability to build as fast as your 
computer processes, which is appreciably 
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faster than humans can point and click. The 
challenge is more acute since the military 
axiom of “first with the most” is doubly true in 
economic warfare. 

The game focuses on efficiency with ruthless 
exclusivity. In this regard, the game promotes 
its own biggest flaw—the massive amounts of 
micro-management required. Each factory and 
retail store requires periodic tweaking of 
incoming raw materials or price so that the fin- 
ished products don’t just pile up in the stock- 
room. It’s ridiculous that the player is expected 
to lay out strategic business plans while con- 
stantly ensuring that the number of bicycles 
being sold in Store #127 isn’t getting out of 
hand. It’s hard to imagine Bill Gates checking 
every morning to make sure that each Wal- 
Mart store has the appropriate number of 
Windows 95 upgrades. Another facet of 
Industry Giant that screams for improvement is 
the player's lack of influence on raw materials 
production. You can buy every piece of lumber 
that a mill produces for 10 years in a row and 
they still won't increase output, no matter what 
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price. Finally, stealing market share from a 
competitor is possible but tedious and often- 
times you find yourself resorting to more direct 
techniques such as bulldozing an opponents’ 
cities or buying them out. 

Industry Giant shines like a flawed gem, its 
beauty tempered by its imperfections. As a die- 
hard cutthroat business sim the game falls 
short of the mark, but as an empire builder it’s 
definitely worth a look. If you're into hands-on 
management and want to control every detail 
this game will satisfy your need to meddle. 
-Dan Waldeck 





Industry Giant 

Interactive Magic * www.imagicgames.com * 
Requirements: Windows 95, 90 MHz Pentium 
or higher, 16 MB RAM, 4X CD-ROM + 
Multiplayer: None 


Total Annihilation: 
The Core Contingency 


Cavedog Entertainment scoops a winner 


ou knew it had to happen. You don't 
Y make a game with Total Annihilation’s 

clout then leave it—downloadable 
units aside—on the marketing vine to wither. 
Obviously, Cavedog knows a gold mine when 
they see one. Furthermore, they intend to 
mine that shiny yellow stuff with the same fer- 
vor with which a Metal Extractor assaults a 
poo! of metal. 

The Core Contingency is Cavedog's first 
scoop from the mine, and an excellent offering 
it is. These are the days of add-on packs, and 
this one need bow to none. The CD bulges 
with extras. There are 75 new units, some of 
which can be downloaded from Cavedog’s 
web site. Although these reinforcements span 
the spectrum of land, air, and sea warfare, they 
have—with a couple of notable exceptions—a 
decided nautical flair. 

Both Arm and the Core get new naval units, 
Seaplanes, and naval structures such as 
Advanced Torpedo Launchers, Floating 
Dragon's Teeth (does anyone use these?), and 
buoyant laser and anti-aircraft towers. But 
those are not the only Waterworld extras; 





Cavedog has thrown a whole new class of 
units into the mix: the Hovercraft. Part sea- 
plane, part anti-grav vehicle, these are nifty, if 
not downright necessary, for navigating some 
of the new planets. 

But landlubbers need not despair; there is 
plenty to keep you grinning. You can now 
deceive your carbon-based lifeform opponents 
with Decoy Commanders and protect your 
base with minelayers capable of seeding the 
battlefield with six types of mines. All this 
pales, however, in comparison to the Krogoth. 
A Core unit standing five times taller than a 






A Showdown with a Krogroth 
4 Purple haze: Battle on crystal world 





Commander, this bad boy is the Godzilla 
‘Mech of the Total Annihilation universe. 

But Core Contingency isn't just about units. 
Loading the CD will pop 50 new multiplayer 
maps, 25 missions (12 Arm, 12 Core and a spe- 
cial Krogoth level), and six new worlds onto 
your hard drive. And better still, the long 
awaited mission editor finally makes roll call. 

In all, an add-on that any company can be 
proud of, and any Total Annihilation gamer will 
love. Cavedog’s first scoop into the mine has 
turned up more than gold; it has pulled out a 
gem. —Mark H. Walker 
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Total Annihilation: The Core Contingency 
Cavedog Entertainment * www.cavedog.com + 
Requirements: Total Annihilation + Multiplayer: 
2-8 players, Internet, LAN, modem, serial 





Rise of the Shadowhand 


What should have been in the original game 


strategy is being born for computer games in 

all genres. Instead of making a complete, well 
rounded initial product, companies now postpone 
features for the obligatory expansion pack. Such is 
the case with Dark Reign and its first addition, Rise 
of the Shadowhand. 

Shadowhand has all of the standard expansion 
pack features. New units, maps and cut scenes are 
provided for the player's delight. What stands out 
is that the new features are not simply rehashed 


: n the rush to meet release deadlines, a new 





Semi-intelligent alien creatures can be used 
as weapons 





versions of old ones; they are complementary. A 
weakness in the original was poor Al; this has 
been improved in single-player Shadowhand. 
Instead of trickling troops into an attack, the com- 
puter will attack suddenly and with force, 
although defensive prowess is still lacking. Also, 
the nonexistent original plot line is now, well, exis- 
tent. The story starts with a Freedom Guard ship 
fleeing through a wormhole to a distant part of 
the galaxy. In a fight to survive, they must battle 
alien life forms as well as Imperium forces. The 
missions are unique and highly integrated into the 
plot, unlike the loosely coupled, unrelated battles 
we first saw. They are still merely a linear succes- 
sion of canned maps, but the execution shows 
great improvement. 

Another nice feature is the addition of unique 
units. Players have the capability to control alien 
life forms and use them in battle. Other features 
include units capable of powering down enemy 
buildings and terraforming terrain for faster move- 
ment or building foundations. The new units 
aren't just more clutter for your build screens; they 
are often essential elements of one’s force. Also, a 
minor improvement to the engine has been 
added: terrain can now be pockmarked by explo- 





Swarms of aliens can overwhelm the 
strongest defense 





sions. The effect is more than cosmetic; units will 
struggle across badly cratered landscape. 

Rise of the Shadowhand provides players with a 
lot the original game lacked. Instead of just an 
online platform, we now have an engaging single 
player environment. It is not revolutionary or spec- 
tacular, but it does flesh out the game substantial- 
ly. Had the base product included these new fea- 
tures, it undoubtedly would have faired much bet- 
ter at the hands of its reviewers. —Ryan Brush 
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Dark Reign: Rise of the Shadow Hand 
Activision * www.activision.com * 
Requirements: Dark Reign + Multiplayer: 2-8 
players, Internet, LAN, modem, serial 
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Forsaken 


There’s Descent-ion in the ranks 


4A e’ve got to quit thinking with 

W our guns,” Pike tells his aging 

band of outlaws after a bloody 

bank heist in the Wild Bunch. The same goes 
for those of us who used to send little kids cry- 
ing home to mommy after kicking their prepu- 
bescent asses in Street Fighter. What sad times 
are these, when aging gunfighters who once 
dominated those hulking machines in the 
labyrinthine depths of mall arcades can no 
longer out-twitch those clinical-looking little 
boxes on their desks? And where the hell are 
my argyle socks, dadgummit? 

No question, Acclaim’s Descent-style shooter 
Forsaken is hard enough to deter gamers who 
might otherwise find spiraling through typical- 
ly creepy subterranean environments on a hov- 
erbike a worthwhile pastime. Hordes of hostile 
robots, a few nasty puzzles, level time limits, 
lack of an automap and the disorienting nature 
of the true 3D environments can sour the expe- 
rience even on the lowest difficulty settings. 
Replay value is minimal, as there is no level edi- 
tor, and the lack of a compelling story—players 
are essentially anarchists looting the ruins of a 
wasted Earth in a series of unrelated mis- 
sions—and shamelessly derivative gameplay 
make for a title that tarnishes rather quickly. 

On the technological front, Forsaken is 
astounding. The stunning Direct3D-powered 
graphics achieve a smoothness and clarity usu- 
ally only seen in titles powered by GLIDE or 
OpenGL, with real-time colored lighting, lens 
flares and cool special effects like sparks and 
falling boulders that churn at high framerates 
even on relatively mediocre Pentium systems. 
It’s no coincidence the game has become a 
CPU and 3D-card benchmark standard. 

Control setups are also magnificent, provid- 
ing an intuitive interface through which you 
can assign virtually any imaginable configura- 
tion, including multiple actions to single but- 
tons, to most popular controllers, rudder ped- 
als, throttles and even force-feedback devices. 
Other game designers could learn a lot from 
designer Probe’s work in this area. 

But it’s not surprising that a game which so 
proudly flaunts its technology is almost totally 
devoid of personality. Most of Forsaken’s ideas, 
tight down to the shield and hull counters, 
weapons and power-ups, are ripped straight 
from Descent. Most of the environments are 
largely indistinguishable from each other and 
at times feel like those of Quake //. There are 
some nice touches (a downed plane and a live 
reactor, for example) but these accouterments 
are too few and far between. 

The cast is also weak. The 16 different bikers 
available to the player, each with rigs rated in 
terms of speed, acceleration, shield and hull 
strength, and handling, are flat stereotypes 
that as characters are less memorable than the 
anarchist wackos in, say, Carmageddon or 
Lucasarts’ adventure Full Throttle. Enemy robots 


(98 COMPUTER GAMES 






Overcrowding is a problem 
even in the wasteland 


Hope that wasn’t important 


Some of the environmental 
hazards are quite, um, cool 


100% chance of spark showers 
The death scene. Get used to it 


2 — ——* it 
Pe ~ 7 





g 








and tanks aren't exactly thrilling, either, as they 
follow preset patrol routes and quickly forget 
about you when you vanish from their sight. To 
compensate, rooms are often stuffed with bad- 
dies, and picking up a key or powerup may 
cause several more to teleport in. 

The multiplayer options are mixed. The 
game provides a lot of welcome features, like 
the ability to alter packet size to decrease 
bandwith consumption and ping intervals to 
other participants. This complements team 
play, deathmatch, capture the flag and bounty 
hunt (find the gold bars hidden on the level 
and hold on to ‘em as long as possible) 
games. However, there are no true coopera- 
tive-play options and the setup screen doesn’t 
show the game type or number of partici- 
pants involved, meaning you have to join a 
game to find out what's going on. The TCP/IP 
module also lacks the more elegant client- 
server model used by Quake and others, so 
setting up a game over the Internet can be 
problematic. But once you get it running, mul- 
tiplay is quite smooth and violent. 

Ultimately, Forsaken is worth it only to those 











who can’t wait for Descent Il. Sure, the initial 
plunge is a heady experience—you start the 
game, get your bearings...up is down...no, 
down is up, no, wait...the room is spinning... 
then you wake up three days later with a Tickle 
Me Elmo in a dumpster behind a 7-11 in Reno. 
Once you're back to solid food, however, you 
realize you're dealing with another mediocre 
shoot-em-up hiding behind some lovely, er, 
graphics. Lame marketing tactics aside (there 
are only eight revealing pictures of the maga- 
zine-ad model in the included nine-month cal- 
endar...what a ripoff), Forsaken is a formidable 
display of technology that will bore everyone 
but the most dedicated action fans once its 
“wow” factor has dissipated. —Geoff Stratton 





Forsaken 

Acclaim + www.acclaimnation.com + 
Requirements: Windows 95, 166MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM 
Multiplayer: 2-16 players, Internet, LAN, 
modem, serial 


Army Men 


You're in the big—er, little—leagues now 


emember those little green 
Pe plastic army men? You know— 

the ones that didn’t bend at the 
joints, didn’t have a Star Wars tie-in, 
broke in half if you stepped on them 
(or even looked at them wrong) and 
seemed to disappear under the couch 
every time you turned around? These 
were the toys you burned, melted, 
blew up or fed to the cat. They were 
also, in all likelihood, the toys from 
your collection that required the most 
imagination. To transform a cheap, 
plastic brigade of frozen 
green figures into the 
hell-raisingest platoon 
this side of the Howling 
Commandos demanded 
serious creative participa- 
tion (unlike, say, 
Transformers or most 
modern action figures). 

If, by chance, you don’t 
remember, never fear: the 
army men generation has 
come of age, and they'll 
be filling you in soon 
enough. This summer 
Small Soldiers, a 
Spielberg/Dante movie 
featuring the little green 
guys—sort of Toy Story on 
acid—is coming to a mul- 
tiplex near you. And this 
spring Army Men, an action/strategy game fea- 
turing the same, has come to your PC. 

Army Men, at first glance, doesn’t look much 
like an action game. What it looks like is an exer- 
cise in real-time strategy. You've got your iso- 
metric terrain maps, your air strikes and your 
recon flights, your paratroops, and your deploy- 
able platoons of soldiers. Strategy is certainly 
required by the game, but it’s a humble type of 
strategy when compared to the heavy hitters of 
the genre. Only the function keys and number 
pad are used on the keyboard, for example, and 
missions are broken down into easily-digestible 
objectives (intercept a spy, assassinate an 
enemy commander, rendezvous at certain coor- 
dinates). The surprise is how much action Army 
Men delivers—plenty, and in spades. 

You control Sarge, a character who incorpo- 
rates all the various old army men poses into 
one neat package. At different times Sarge 
runs, kneels, and lies prone (although, disap- 
pointingly, he doesn’t elbow his way through 
the muck while lying prone). He brandishes 
rifles, bazookas, mortars, grenades, flame 
throwers, mines, and radios, morphing effort- 
lessly into the correct posture for each. He dri- 
ves tanks, jeeps, half-tracks, and cargo trucks. 
He occasionally calls out orders to his back-up 
squad or his air support, but more often than 
not this is a one-man show—Sarge skirmishes, 








Clash of the titans 

Incoming! 

War is hell % just ask the guy without a head 

Is that a turret, or are you just happy to see me? 














ambushes, lays siege, and creeps from cover 
to cover all by his lonesome. More Ahnold, 
one might say, than Army. 

Action hounds can solve many of the 
game's problems simply by jumping in and 
shooting like a crazed weasel, but there is 
almost always an easier way, and that’s where 
the strategy comes in. If you'd rather not try 
to take out a dozen hostile tanks at once, a lit- 
tle forethought can collapse a few walls and 
barricade them outside. By the same token, if 


you'd rather not get your hands dirty at all 
you can dig in somewhere and just call down 
a few air-strikes. A combination of brain and 
brawn usually works best, but the determined 
pigeon-holer can get by with mostly one or 
the other. 

Army Men is great fun, if a tad repetitive 
(the relative simplicity of the game means 
that you'll see most of the elements, armored 
vehicles excepted, pretty early on). The sensa- 
tion of demolishing a town single-handedly 
(or with a little help) may not be very realistic, 
but anybody who was raised on action movies 
will appreciate it nonetheless. Although chal- 
lenging at times, the game tends more 
towards ease of play then real formidability. 
Three different terrain types (desert, alpine, 
and bayou) provide the backdrops for twenty- 
eight missions. There are 
also unique multiplayer 
maps, which can be 
accessed and enjoyed with 
friends through HEAT.NET 
(www.heatnet.com). 

If Army Men fails any- 
where, it is in its effort to 
conjure a world reminis- 
cent of those little green 
plastic guys. Yes, when sol- 
diers are shot they fly apart 
in an explosion of parts 
(with no blood); and yes, 
when tanks flips over they 
look vaguely like toys. But 
only vaguely—if you didn’t 
know that the game was 
supposed to be about 
miniatures, you could easily 
think it was about real sol- 
diers. Not a big problem, obviously, especially 
since the gameplay is so accessible and satisfy- 
ing. Army Men is so easy and fun that, yes, 
even a grown-up can play it. John Altman 





Army Men 

3DO + www.3do.com * Requirements: Windows 
95: Pentium 90, 2X CD-ROM, 16 MB RAM 
Multiplayer: 2-4 players, Internet, LAN 
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Spec Ops: Rangers Lead the Way 


..and use up ammo like it’s going out of style 








Arts’ venerable Seal Team. This overlooked 
gem used a first-person engine to simulate 

Navy Seal missions. It distinguished itself from 
first-person shooters by modeling contempo- 
rary combat in all its lethality, requiring stealth 
and actual small-unit tactics. Running headlong 
into the action with guns-blazing, Doom-style, 
was the quickest way to fail a mission. 

Zombie's Spec Ops: Rangers Lead the Way is 
very similar, but it suffers from a few too many 
concessions to action gamers (not to mention a 
name that makes it sound like an optometrist 
sim in which Rangers are used as guide dogs). 
Rather than using this nifty 3D engine for more 
over-the-top Quake shenanigans, the developers 
have chosen something half-way between James 
Bond and Audie Murphy. 

For starters, the small 
unit tactics are severely 
limited by two-man teams. 
This would have worked 
better if the game empha- 
sized stealth, but it’s 
almost always a matter of a 
head-on gunfights 
through the enemy's ranks. 
By the time a mission is 
accomplished, the kill tal- 
lies are absurdly high, con- 
sidering that you were 
going up against dozens of 
well-armed and fore- 


4 t's about time someone revisited Electronic 











warned enemies. It helps 

that the enemies don’t 

react very intelligently. They're either randomly 
crouching, crawling, and rolling, or they're sit- 
ting motionless waiting for you to pick them 
off from a distance. They don’t seem inclined to 
take cover, so the suppressive effect of gunfire 
is missing. It also helps that they don’t know 
how to use their grenades. 

The way inventory works is also trapped 
halfway between a serious game and an action 
game. For each mission, you choose team 
members based on their limited equipment. 
But as you play, you can pick up additional 
stuff to your heart's content. There are things 
lying around that may as well be twirling in the 
air, not to mention the stuff left behind when 
you kill someone. Better hurry, though, as 
goodies disappear with bodies. 

The mission structures lean more towards 
action, too. There's no good intel when you 
begin a scenario, so you'll probably play 
through a few times to get a feel for the layout. 
Then, when you're ready to try in earnest to 
beat the mission, you'll have to race against the 
clock. It wouldn't be so bad if the time weren't 
cut so close. This often makes careful tactics, 
like sniping and use of cover, impractical. 

But once you accept the compromise 
between a serious tactical sim and an action 
game, you'll find that Spec Ops is an excellent 
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variation on the first-person shooter. There is a 
good variety of mission types and environ- 
ments, some interesting inventory items, and a 
smooth keyboard-based interface. 

Although the sixteen missions make for a 
pretty short game, they're spread through five 
distinct environments, complete with their own 
gameplay twists and distinctive looks. From the 
snowy winds of Korea, to the Columbian rains, 
to the dusty streets of Afghanistan, Spec Ops is 
a lovely globe-hopping adventure, with exquis- 
itely detailed foliage and sounds. Your Rangers 
even wear different outfits and get new 
options for weaponry as they progress. 

The game makes excellent use of modern 
toys like night vision goggles, timed explosives, 


Rangers guard the 
plane 


Rangers wonder, 
“Are we in the right 
game?” 

Rangers melt the ice 


Rangers draw a bead 





and sighting scopes. The transition as you lift a 
scope to your eye to shoot is very well done. 
There's even a laser sight that paints a dot on 
the actual terrain (it’s bigger when it hits some- 
thing in the foreground), as opposed to Quake 
II's single red pixel. But an auto-aiming routine 
will hit your target if you just fire in the general 
vicinity, so there’s not much need for a laser 
sight. Grenades can only be thrown at a pre-set 
distance and trajectory, so they're rarely conve- 
nient. They're also prone to catching even the 
slightest corner or elevation change, leading to 
embarrassing self-inflicted wounds. Although 
all weapons are immediately lethal to your tar- 
gets, they're nicely distinguished by firing rates 
and ammo load-outs. 

As long as you understand that Spec Ops 
isn't really going to approximate Rangers in the 
field, you'll be in for a hoot and a half. In fact, 
the paintball promo included with the game is 
a good indication of what you're in for: lots of 
crawling on the ground, running from tree to 
tree, shouting orders at your buddy, and spray- 
ing virtual gunfire. In fact, if the sound effects 
weren't so good, you might end up making 
shooting noises as you play. -Tom Chick 





Spec Ops: Rangers Lead the Way 

Ripcord Games * www.ripcordgames.com + 
Requirements: Windows 95, 166MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: None 


Monster Truck Madness 2 


This here sequel done got a case of yee-haw vu 


onster Truck Madness 2 is more 
M method than madness. It’s the typical 

safe approach to a sequel: take the 
same ol’ game engine, upgrade it with a few 
new tricks, slap a Roman numeral on the box, 
and watch it sell. Whoops, this is for the low- 
brow crowd, so let’s make that an Arabic 
numeral. We don’t want Wal-Mart flooded with 
people looking for Monster Truck Madnesses 2- 
10. [See, the Roman numeral for 2 is Il, which 


could look like 11... ah never mind... -ed] 

The new tricks are moderately impressive, 
particularly at night, as there are some stun- 
ning nighttime graphics and an amusing 
underwater effect (blub blub blub). Each of the 
game’s eleven tracks can effectively become an 
entirely new course with the addition of dark- 
ness, snow, rain or fog. The occasional “dynam- 
ic” element like a train or a blimp is interesting, 
but interactivity is still limited to the thrill of 
knocking over traffic cones. This sequel 








Mommy, what are those trucks doing? 


runs a little smoother than its predeces- 
sor and the graphics are more detailed, 
although they still have that flat 
Direct3D look as if they were cut out of 
pastel construction paper. 

The driving physics are identical to 
the first game, which means it still feels 
like you're racing indestructible plastic 
cars on marshmallow tires in an ethere- 
al low-G environment. The truck config- 
uration options are just as limited as 
they were in the first game. Winning 
races is still all about finding shortcuts 
and bumping someone off course. 

Unfortunately, the stadium events 
are now missing. In their place are 
Summit Rumbles, multiplayer-only 








Hey buddy, your brights are on! 





arena battles in which you have to butt the 
other trucks off a hill. Interesting concept, but 
the slightest lag kills any sense of inertia; 
there’s nothing like a little stutter to break up a 
charge. And after your target has warped two 
truck lengths to the right, you'll find yourself 
barreling over the edge of the hill at full speed. 
Multiplayer races are still a hoot, though. 

Monster Truck Madness 2 is the same cheesy, 
superficial, arcade racer it was last year—con- 
sider this a graphics upgrade with some new 
tracks and leave it at that. -Tom Chick 





Monster Truck Madness 2 

Microsoft * www.microsoft.com + Requirements: 
Windows 95, 133MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM * Multiplayer: 2-8 players, 
Internet, LAN, modem, serial 





Swarm 


Can we ever truly destroy that alien brood? 


things these days. Now comes a strong 
entry that goes a long way to resurrecting 
the cyber warrior... and in homage to its prede- 
cessors, slay him again. And again. And again. 
Swarm casts the player in the role of Rawl 
Masteson, a convict in a future world where 
sentences may be commuted in return for 


| ntense arcade shooters have become rare 





The far too rare swarmer missile in action 


service in the Praulac Nebula, a sector of 
space filled with both a valuable resource 
mineral called EZT and the predictably stingy 
alien race known as the Clagnor. The Clagnor 
are out for blood and so are you. 

Played from a top-down perspective, the 
world is sprite-based. There aren’t any fancy 3D 
accelerator effects or requirements, and the fact 
that the game is comfortably 
playable on a 133MHz Pentium is 
commendable, especially when 
beholding the sheer number of 
entities and projectiles. 

This game has only one seri- 
ous flaw. Swarm recreates the 
typical arcade shooter experi- 
ence far too completely. Any 
player will ultimately amass a 
considerable stock of lives 
(spare ships)—unfortunately, 
they're almost totally useless 
because all of the weaponry you 
acquired up to that point is 
completely lost when your cur- 
rent ship is destroyed. Gone. 

Death after level 30? Restart. 
This is certainly a patchable sit- 








Lapsing Ninja reflexes 





uation... players should lose a portion of their 
stores, not all of them. One additional criti- 
cism—Swarm needs both more enemies and 
mission types (besides merely collecting the 
EZT or cleansing a sector). 

Hopefully Reflexive will continue develop- 
ment of this powerful action engine. If you 
have the stamina and a yearning for what could 
be best described as a cross between Star 
Control 2 and Sinistar, try Swarm. -Scott Hunter 





Swarm 

Reflexive Entertainment, Inc. * 
www.reflexive.net + Requirements: Windows 95 
or NT 4.0, 90MHz Pentium or higher, 16MB of 
RAM + Multiplayer: None 
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Now there's a club for 
avid gamers like youl! It’s 
called Interaction Plus, 
from Sierra. It gives you 


exclusive benefits like free 
receive four free issues of 


Bass special cash-back Sierra’s Interaction Magazine. Each issue is packed with 


rebates, priority beta-testing news, reviews, hints and tips that will keep you ahead of 
the curve when it comes to the best new products. 


opportunities, a quarterly Plus, you'll get a free, limited-edition game and demo 


game Cb: money-saving CD with each issue. Each CD will be packed with full 
; games, demos, add-ons and more. 
discounts on products from 


Choose two FREE games 
when you join! 

i When you join Interaction Plus you can choose two 
ASIERRA top-selling games for no charge. Choose from hits like 
Red Baron II™, Leisure Suit Larry®, 3D Ultra™ Pinball, Trophy 
Bass™ 2 and the other great games shown below. 


Sierra, plus lots more. 
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#83697-Win/Mac #83174-Win #83288-Win 95 #£69958-Win/Mac #10320-Win 
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Priority Huge cash-back 
beta-testing savings! 
opportunities As an Interaction Plus Member | rp 
To put you ahead of the pack you'll also receive a Cash-Back ' 
when it comes to new games, Certificate good for $20 cash back 
Interaction Plus gives you exclu- on the purchase of any qualifying Sierra title. Add 
sive chances to participate in that together with the value of your free games, and 
product evaluations and beta-test that’s more than $105 in benefits right when you join. 


programs. You'll see incredible new 
products long before other game players, and you'll To join, call toll-free 1-800-757-7707 


actually have a role in the creation of new games. Please mention Special Offer\Code'GIF 802 


Or complete the application below and mail today. Zo 
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YES! | want to join Interaction Plus. | understand that | have NO 
OBLIGATION to purchase any additional software products. In addition ] 
to my other benefits, please send the free games I've marked below. 
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Mail to: (see below) 
Interaction Plus Shipping & Handling (choose one) 
Membership Services (0 UPS Ground, add $5 
7100 W Center Rd., Suite 301 (0 2-Day Air, add $8 
Omaha, NE 68106-9850 
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Might and Magic VI 


Real role-playing makes a triumphant return 


Diablo, we're seeing the re-birth of the 

once moribund role-playing genre. While 
the merits of classifying that particular game as 
an RPG can be debated until the orcs come 
home, its enormous sales caused every compa- 
ny to finally drag out those designs that had 
been collecting dust for the past few years. 

We've seen a few sporadic releases litter the 

post-Diablo landscape—an excellent Fallout, an 
unfortunate Descent to Undermountain. 
However, the group of series that once defined 
the genre on the PC—we'’re talking mainly 
about the Ultima, Wizardry and Might and Magic 
trio—have remained conspicuously absent. 
Until now. We'll see a new Ultima and Wizardry 
in the near-future, but today we have Might and 
Magic VI: The Mandate of Heaven, a near-classic 
from New World Computing. Only its weak nar- 
rative—especially a wimpy dénouement that is 
only a few steps above the legendary “drop to 
DOS" in the original Eye of the Beholder—and an 
occasional lack of polish keep the game from 
being the sort of transcendent gaming experi- 
ence we associate with past classics. Instead, 
we're merely left with a superb game that deliv- 
ers hours upon hours of entertaining hack ‘n’ 
slash role-playing. 


= ueled in part by the success of Blizzard's 














People expecting a revolutionary 
product may be disappointed as 
the game doesn't really innovate or 
toy with the formula established in 
previous versions of the series. It’s 
essentially Might and Magic Ill with a 
free-scrolling engine, which isn’t 
necessarily a bad thing—past ver- 
sions of the series are much 
beloved by old-time gamers. 
Besides, there’s plenty more for 
them to love in this version. 

The game once again takes place 
in the world of Enroth and picks up 
where the last Heroes of Might and 
Magic strategy game ended. The 
kingdom of the missing-in-action 
Roland Ironfist is in tatters, and the 
people are starting to question whether the heir 
to the throne, the child Prince Nicolai lronfist, 
has lost the Mandate of Heaven to rule. It’s up 
to you to assemble a party of four adventurers 
to span the countryside playing Boy Scout and 
FedEx man, completing various quests that 
eventually lead you to some sort of closure for 
the main story thread. 

Unfortunately, the narrative is one of the 
weakest aspects of the game, never really 
engaging the player. Most of your time in the 
game is spent running irrelevant errands for the 
locals, which in the context of the game’s fiction 
(you're trying to engender good will for the 
lronfists) is perhaps easier to understand. These 
quests can be done in almost any order, making 
the game one of the most non-linear in recent 
memory. You'll want to spend the time running 
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even the most innocuous of these errand 


quests, as you'll need the money and experi- 
ence that serve as your reward. As an aside, 
those of you who insist on completing every 
single side quest in a game will be ecstatic to 
find that upon “completing” the game, you can 
continue playing to tie up any loose ends. 

If you don't like combat, you'll definitely 
want to avoid this game. Many of the quests 
involve inordinate amounts of bestial slaughter, 
and some of it is incredibly challenging regard- 
less of your skill level. The combat system, 
somewhat reminiscent of the SSI game 
Thunderscape, is definitely up to the task, being 
an excellent hybrid of real-time and turn-based. 
Unlike the SSI game, Might and Magic VI doesn’t 
automatically switch you to turn-based at close 
range—all you have to do is press a key. In gen- 


“Mnitiate Guild of 7 


4 Another example of the game’s bizarre 
sense of humor. This guy sounds like Apu from 
The Simpsons 


4 The Temple of Baa is one of the game’s 
weird jokes 


Cultural insensitivity alert—the cannibals are 
an unfortunate stereotype V 
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eral, you'll find that you can dodge some long- 
range attacks in real-time using near Quake-like 
strafing, while switching in close combat allows 
you to target bad guys selectively. All in all, it’s a 
system that works splendidly. 

The game focuses on that RPG staple charac- 
ter development, which should please most 
fans of the genre. (In fact, it’s likely you'll end 
the game with characters of levels well over 
100.) Completing quests and slaying foul beasts 
gives you experience which allows you to train, 
and training gives you skill points to distribute 
amongst your party. Essentially, skills can be 
purchased, improved on via the application of 
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skill points, and promoted to “expert” or “mas- 
ter.” The six character types are limited in the 
type of skills they can attain, so you're best off 
with a balanced party. However, at some point 
in the game, your characters become powerful 
enough that it becomes less relevant whether 
you have a party of hybrids or specialists. 

All of that character development produces a 
game of nearly unprecedented length. Ignoring 
any sort of mainstream pressure to produce a 
“light” RPG, New World has imbued Might and 
Magic VI with upwards of 100 hours of hardcore 
gameplay. If you judge an RPG solely by its 
length, as opposed to depth, of play, the praise 
lavished on last year’s Fallout was probably due 
in large part to lowered expectations—years of 
mediocrity and neglect will do that to a gamer. 
Using that admittedly weak criteria, the 20 
hours or so of gameplay found in Fallout doesn’t 
compete at all with Might and Magic VI. That's a 
good thing—due to its lineage, it wouldn’t have 
received the same break afforded Fallout, and 
would have been highly criticized for being too 
short. However, big isn’t necessarily better— 
playing the game can become a war against 
attrition, for your characters as well as yourself, 
as you navigate your way through the myriad of 
dungeons and landscapes. 

Oh, and what dungeons and landscapes you'll 
see! Powered by two different 3D engines, the 
game has a look all its own, one that’s likely to 
polarize gamers. It has cartoon-y graphics that 
are bright and whimsical where most like-mind- 
ed RPGs are dark and somber. The character por- 
traits, from your own party members to the vari- 
ous NPCs (non-player characters) you encounter, 


eschew the hand-drawn look of the previous 
series, opting instead for digitized humans that 
lack the character (no pun intended) of the other 
games. While they still animate when taking 
damage and change their facial expressions 
when diseased or cursed, they look goofy. 

However, some of the indoor dungeons are 
breathtaking in their architecture, enormous in 
size (especially Kriegspire), and all have a 
unique design. The exterior scenes, while color- 
ful and populated with monsters and NPCs 
(there are only two graphic representations of 
the latter) suffer from a rather severe case of 
draw-in, or popping in and out, of distant 
objects (a problem exacerbated by the use of 
the “fly” spell). You can come up with a laundry 
list of technical glitches with the 3D engine— 
monsters getting stuck in corners, the occa- 
sional ability to shoot through a locked door, 
sorting issues with distant objects (sometimes 
objects or parts of them appear in front of 
things they're really behind)—but the biggest 
issue is its speed, or lack thereof. Due to low 
frame rates, the game is borderline unplayable 
in high-resolution on a 200MHz Pentium with 
64MB of RAM. However, the low frame rates 
aren't as big an issue as they would be for a 
reflex-oriented shoot ‘em up. 

Other minor issues include a non-mappable 
keyboard, quest notes that aren't specific 
enough, area maps that are so low-resolution in 
the zoomed in views that they‘re almost use- 
less, and the lack of an annotated map to iden- 
tify the various teachers that allow you to 
increase your skills. Outside of the keyboard 
mapping, these are fairly inconsequential omis- 


sions but would nonetheless be welcome addi- 
tions to the next game in the series. 

Even if you don’t like the interface or find 
yourself taking notes and mapping, you'll still 
fight through to the end. Why this is the case is 
sometimes difficult to articulate, but despite any 
and all flaws, the game holds together mar- 
velously. The big strength of the series has 
always been its beautifully crafted gameplay, 
and the sixth iteration hasn't lost that feeling 
that it’s been lovingly created, to borrow anoth- 
er company’s slogan, by gamers for gamers. A 
hundred hours later, you're bleary-eyed and 
sore-wristed, saying “Why did | play so long? 
Why do | like this game?” Ten minutes later 
you're saying, “So when’s Might and Magic Vil 
coming out?” 

In the final analysis, there’s no significant rea- 
son that fans of hardcore RPGs shouldn’t make 
Might and Magic VI their current obsession. While 
you can nit-pick it to death, its total impact far 
exceeds the sum of its individual parts. Its only 
current competition are our memories of past 
glories. It's exactly the game Daggerfall tried to 
be, a sprawling epic of non-linear gameplay, and 
a wonderful throwback to the days of yore when 
role-playing games ruled the roost. Welcome 
back. We missed you. -Steve Bauman 





Might and Magic VI: The Mandate of Heaven 
New World Computing + www.3do.com + 
Requirements: Windows 95, 90MHz Pentium or 
higher, 16MB of RAM, 4X CD-ROM 

Multiplayer: None 
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They’re coming to take you away, ha ha 


| rarely lock the door to my apartment. The 

last time | locked it was after watching The 
Exorcist a few years ago. | have a high tolerance 
for horror; lesser efforts fail to get through to 
me. Stephen King hasn't done it for half-a-dozen 
books now. Peter Straub never did it once. 
Slasher flicks, even post-modern efforts like 
Scream, don't so much as register on my radar. | 
can laugh off Cronenberg, chuckle indulgently 
at Sam Raimi’s excesses, and take a shower 
directly after watching Psycho. 

But last night | locked my door—thanks to a 
computer game. 

The game, Sanitarium, scared me. Deeply and 
profoundly. This accomplishment is all the more 
amazing because Sanitarium is an adventure 
game, with nothing jumping out from behind 
closed doors yelling “Boo!” Sanitarium scared me 
the old-fashioned way: with atmosphere, creepy 
characters, chilling music, and disturbing subject 
matter. These various elements have been 
expertly combined by the folks at DreamForge 
Intertainment to create a game that produces 
more genuine scares than any other CD-ROM 
today—and, in the process, also leaves most 
modern horror fiction eating its dust. 

The plot kicks off with a cut-scene detailing a 
mysterious scientific discovery and an equally 
mysterious car crash. The protagonist then 
wakes up in a gothic cathedral of a sanitarium, 
all inky shadows and phasing, half-real walls. 
Stage left, a man pounds his head repeatedly 
against the stones, staining them with blood. 
Stage right, a woman clucks like a chicken. 
Center stage is you, the amnesiac patient, 
wrapped in bandages and plagued by the sen- 
sation that you've seen this place before. 

Sanitarium delights in confusing reality with 
fantasy, memory with imagination, and percep- 
tion with illusion. Over the next nine levels the 
story's hero bounces from one detailed paranoid 
fantasy to another, always ending up back at the 
sanitarium between “dreams.” But why do all of 
his disparate fantasies, if wholly fictional, have so 
many elements in common? Pay close attention 
to the movies that pop up along the way; they 
represent fragments of your memory coming 
back, and, if they can be deciphered, the whole 
convoluted mess might start to make sense. 

Before you reach that point, however, you'll 
get to explore some of the more sumptuous 
virtual environments you've ever seen. Your 
first big detour takes you to a Children of the 
Corn-style town, with the adults conspicuously 
absent (at least, the living adults) and the chil- 
dren in thrall to an enigmatic force they call 
“Mother.” The next presents you with a 
doomed circus island, peopled by miserable 
carnies who are being picked off, one at a time, 
by tremendous tentacles from the ocean. Other 
scenarios serve up an old-fashioned haunted 
house, a crazy comic-book world in which 
insects and Cyclops are being genetically com- 
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Prozac nation 

Haunted houses always have an attic 
What lurks in the pumpkin patch? 


One tip: don’t eat immediately before 
playing 

Stand-alone puzzles that really fit in 
the story 


bined, and a hallucinogenic Aztec nightmare. 

Along the way your character morphs from 
an amnesiac patient to a little girl to a four- 
armed Cyclops/satyr. But things keep coming 
back to the sanitarium, and, in particular, to a 
certain doctor who has been conducting certain 
unconscionable experiments. The pacing of the 
game is nothing short of remarkable, achieving 
a level of narrative tension rarely seen on the PC 
(Bad Day on the Midway is the only other game 
in recent memory that even comes close). This 
story actually holds together, developing steadi- 
ly and logically. It avoids the campy kitsch of the 
Phantasmagoria series and the intellectual 
detachment of 7th Guest and its offspring. Most 
significantly, Sanitarium produces a real emo- 
tional reaction—which is why my front door is 
still locked. 

A few small caveats. The plethora of cut- 
scenes, while necessary for the backstory, tend 
to slow down the action. The branching dia- 


logue menus, while workable, can get extreme- 


ly involved and therefore make the game seem 










occasionally talky. Finally, there are no 
red herrings in Sanitarium; if you 
stumble onto a mysterious machine, 
you'll always benefit by sitting down 
and tinkering with it. 

These minor flaws are all but insignificant, 
however, considering the scope of what 
Sanitarium accomplishes. Stephen King once 
said that he recognizes terror as the finest emo- 
tion, but if he can’t get it, he'll go for horror or 
the gross-out. Sanitarium never lowers itself to a 
gross-out for a gross-out's sake; everything here 
works in service to the overall effect. Even the 
stand-alone puzzles have been so shrewdly inte- 
grated into the whole that you may not realize 
they're really standing alone. Sanitarium 
deserves what may be the highest compliment 
any work of horror can merit. Make sure you 
play it—but don’t make the same mistake | did. 
Don't play it alone. John Altman 
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Sanitarium 

ASC Games * www.ascgames.com 
Requirements: Windows 95, 90MHz Pentium 
or higher, 16 MB RAM, 4X CD-ROM 
Multiplayer: None 
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iPanzer 


Interactive Magic drops a track 


hile quite a few modern tank simula- 
W tions have hit the shelves lately, 

would-be WWII tank commanders 
have been frustrated in their search for a sim 
that allows them to sit in the cupola with 
Patton, Zhukov, or Von Luck. Interactive Magic 
has made an attempt to fill this vacuum with 
iPanzer ‘44, a WWII tank sim that allows the 
player to lead German, American, and Russian 
armored forces. Unfortunately, this highly 
anticipated program is so filled with flaws that 
only a person who truly wants to experience 
the painful aspects of WWII armored combat 
should considered purchasing it. 

That's a shame, because the obvious intent 
of iPanzer44 is precisely what WWII grognards 
have been looking for. The game allows you to 
command an armored company—as the 
Russians at the Eastern Front (Belorussia), as 
the Americans at the Western Front 
(Ardennes), or as the Germans at either of the 
aforementioned battlefields—in single mis- 
sions or dynamic campaigns. While much of 
the game may be played from a top-down tac- 
tical map, the real heart of the sim is the ability 
to play in first person mode from within the 
tanks. The player may assume the position of 
tank commander, gunner, or driver, 


Tu Ourwus dtu bu grea Sori aor ke 


‘Gee this advantage to held hare at Bogurhersk, or we may boldly, 
surack, Oghting thea on one of the new froats at Senne, Obot'tey, 
‘Kothuneee. 
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iPanzer44’s dynamic cam- 
Paign provides action on the 
Eastern and Western Front 


A Panzer platoon goes around 
the corner of a forest 


The view from a Russian T- 
34/85 gunner’s station 
American Shermans are caught in a German 
killing zone 


Far too often the Al controlled tanks mindlessly 
become stuck in the trees 












and may jump from tank to tank as 
the situation requires. A range of 
realism options may be toggled, pro- 
viding the ability to tweak the pro- 
gram from an arcade game to a seri- 
ous simulation. 

An issue many WWII armor afi- 
cionados may object to is the choice 
of tanks offered. In a deliberate 
design decision, Interactive Magic has 
chosen to only include the medium 
tanks: no heavies such as the Tiger. 
The reasoning given is that the heavy 
tanks were not the norm for the aver- 
age tanker; the medium tanks were 
the true workhorses of the war. Thus, 
the only vehicles one may enter are the 
M4A3/76 Sherman (American), the T-34/85 
(Russian), and the PzKw V Panther (German). As 
disappointing as this may be to many, the 
explanation is reasonable, and had the imple- 
mentation been done well, the loss would not 
have detracted greatly from the game. 

However, iPanzer44 is full of problems that 
rob the player of any chance of an immersive 
experience. While the designers claim up front 
that they emphasized game play over eye 
candy, the graphics still are surprisingly sparse. 
Even in hardware 3D mode (supported 
through Direct3D), the woods and terrain look 
primitive on a 233MHz MMX machine with a 
3Dfx video card. When a tank pops smoke, the 
result is an odd looking, non-moving cone that 
is slightly larger than the tank. When the battle 
is joined, moving the turret can become slug- 
gish if there are several vehicles involved, a 
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deadly problem when one is in a race with an 
enemy tank to get in the first shot. 

Worse than the graphics, and ultimately fatal 
to the sim, are the Al problems (and since no 
multiplayer is included, the Al is everything). 
The Al controlled tanks have absolutely no idea 
of how to move from place to place if obstacles 
of any type are in the area. In one battle, an 
entire tank platoon eliminated itself by driving 
directly into the woods, each tank ramming the 
woods and immediately becoming crippled. 
Almost every battle will find a vehicle becom- 
ing detached from its platoon due to its inabili- 
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a vital platoon stuck halfway into the woods, 
engines running but immobile. 

Pathfinding isn’t the only evidence of Al defi- 
ciencies; battlefield brains appear to be lacking 
in the computer players. Often, enemy platoons 
of tanks can be attacked from their flank, with 
them simply sitting and taking fire without mov- 
ing or attempting to return fire until destroyed. 
Assaults by the enemy are invariably head-on 
attacks, with platoon after platoon driving into 
killing fields and joining their dead comrades. 
Even when an enemy element is in perfect posi- 
tion to attack the flank of an engaged squadron, 
it merely sits and watches the action. 

The highly detailed manual and the dynamic 
campaign structure hint at what this game could 
have been. However, the combination of outdat- 
ed graphics and an Al that simply can’t figure 
out how to move or fight make iPanzer44 a huge 
disappointment. —Jeff Lackey 








ty simply to go around a tree or dead tank. This 
results in the player being forced to microman- 
age every unit, making constant minuscule 
changes in their paths to keep them from 
crashing into woods, wrecks, or each other. It is 
infuriating to be in the midst of a well planned 
attack, with enemy tanks approaching, and find 
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iPanzer44 

Interactive Magic * www.imagicgames.com 
Requirements: Windows 95, 133 MHz Pentium 
or higher, 16 MB RAM, 4X CD-ROM + 
Multiplayer: None 
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Panzer Commander 


Bumbling Matildas, paper Tigers, and short-sighted Shermans 


World War Il ground combat. Well, make 

that fans of WWII tank battles. Actually, 
let's just say it will appeal to guys who like 
looking at models of tanks. This is what Panzer 
Commander does best. If you built plastic mod- 
els as a kid or if you like leafing through coffee- 
table books of WWII hardware, you'll get some 
fleeting enjoyment from the game's detailed 
models of armored vehicles. From the squat 
boxy Czech Skodas to the shoulder-shrug tall, 
ill-fated Shermans; from the low, sleek Panzer 
IVs to Russia’s forward-slung slope-nosed T-34s; 
from the imposing and majestic bulk of the 
Tiger and it’s grand 88 to the odd cut angles of 
Britain’s ponderous Churchill, Panzer 
Commander boasts an impressive array of vehi- 
cles, letting you drive and shoot the best and 
least of them. Although it’s questionable 
whether the developers at Ultimation really 
needed to represent five variants each of the 
Pzill and PzlV and four of the Sherman, you 
can’t fault them for giving us a sim with so 
many choices. In this regard, Panzer 
Commander is a unique and welcome addition. 

Unfortunately, it seems that so much 

emphasis was put on these 
lovingly-rendered tanks that 
the rest of the battlefield was 
sadly neglected. The battle- 
grounds are pretty sterile, 
with bitmapped walls for 
forests and scattered pretty 
boxes for buildings (rough 
terrain with variable eleva- 
tions is nicely done, however). 
Air strikes and artillery are 
merely half-hearted attacks 
on pre-scripted locations. 
Stalin called artillery the “god 
of war,” but here it’s little 
more than a few smokeless 
firecracker bursts. And air- 
craft, which should strike ter- 
ror into the heart of any tank 
commander, are just an excuse to stick your 
head out the hatch and see if you can catch a 
glimpse of the airplane graphic (don’t blink, it 
goes by fast). Infantry, arguably the most 
important component of warfare, is AWOL. 
There are supposedly a few grunts hunkered 
down in the game’s fixed gun emplacements, 
but you won't find anyone in the houses, 
forests, or gullies. There's no fear of surprise 
Panzerfaust attacks from the rear or snipers 
picking off your commander. There's no reason 
to use HE shells on anything but sandbag 
emplacements. Unless you feel the need to 
bully helpless trucks, there’s no reason to man 
the coaxial machine gun. World War II repre- 
sented the coming-of-age of combined arms 
tactics in the history of warfare, but you'd 
never guess it by playing in Panzer 
Commander's armor-only arenas, where it looks 
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like they gave a war and nobody but a handful 
of tankers came. 

Since the game is basically a collection of 
tanks in a vacuum, the most important issue is 
how the tanks are modeled. And this is Panzer 
Commander's undoing. The physics of the tanks 
in motion are cause for some early “gee- 
whizzes” with the way recoil, suspension, and 
inertia are modeled. But when it gets down the 
important stuff, the parts that go boom, there's 
something off-kilter. It seems like there were 
some sincere and partially successful attempts 
to model the relative effectiveness of different 
weapons against different armor. Penetration 
power is clearly figured, as you'll see by plink- 
ing German shells off the sloping front armor of 
a T-34 or using the fearsome 88 to pick off 
tanks like fish in a barrel. But issues of targeting 
and accuracy are almost completely glossed 





A Me and my StuG 
One less gun emplacement 


Destroyed vehicles are displayed with a lovely 
burnt umber and orange paint scheme V 





over. Your platoon’s gunners seem to have a 
suspiciously high hit rate, often flying in the 
face of weapon characteristics, extreme ranges, 
relative motion of shooter and target, and skill 
ratings. Although the manual makes it clear 
that firing while moving is a futile proposition, 
the computer gunners don’t seem to have a 
problem with it. If you want to take matters 
into your own hands, simply align two 
crosshairs to set range and then point the gun, 
which rarely seems to miss once you've lined it 
up. Important variations in targeting equip- 
ment are reduced to different reticle styles. By 
omitting some of the most important factors in 
who kills whom and how and why, little touch- 


es like turret traversal speeds, boresight eleva- 
tion limits, and different trajectories for AP and 
HE shells are all but wasted. 

Although damage modeling is impressive at 
first glance (thrown treads, overheated engines, 
jammed turrets, and killed crew members are 
all included), there’s something fishy here. If 
you use the scenario editor to run tests, you'll 
run into all sorts of little anomalies. For 
instance, in one shoot-out, an American 
Sherman's first shot would always damage a 
Tiger's gun while the second shot would always 
jam the turret. Occasionally some of the war's 
supposedly impervious tanks seem too vulnera- 
ble to smaller guns; “against-all-odds” kills are 
far too common while point-blank shots some- 
times glance harmlessly off rear armor. 

One of the most glaring omissions has to 
do with the graphics engine. Powerful guns 
routinely destroyed targets at ranges of 2 kilo- 
meters or more (the manual even mentions a 
Tiger's 88mm gun scoring a kill from 4.5 kilo- 
meters). But Panzer Commander's graphics 
start to haze over at about 800 meters, almost 
completely dissolving into vague lumps after a 
kilometer or so, even when you're looking 
though the telescopic gun sight. This sort of 
viewing limit is fine in a first-person shooter, 
but it’s unacceptable in a realistic tank sim, 
because it effectively destroys the advantage 
of longer-ranged guns and better optics. It 
condenses the action and makes realistic 
desert scenarios all but impossible. Panzer 
Commander tries in vain to get around this by 
presenting ambushes amid hilly terrain or sce- 
narios that start in mid-battle. 

Poor control over your platoon members, 
not to mention the friendly support elements 
that may be present in a mission, is another 
serious shortcoming, especially when you're 
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An 88 when it’s angry 





up against more formidable armor. 
The Americans figured that it took six 
Shermans to destroy one Tiger, since 
they would have to outflank it to get 
a shot at its sides or rear. But there's 
no way to coordinate these sorts of 
vital tactics, making the game a head- 
to-head slugfest in which the biggest 
gun wins. Furthermore, the com- 
mands to assign targets to your pla- 
toon members are among the hand- 
ful of documented commands that 
don’t work. There is no good 
overview of your mission area or 
objectives; briefings are only dinky lit- 
tle chunks of text, without vital maps 
or lists of friendly units present or 
opposition expected. You'll often 
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have to replay missions, dying a cou- 
ple of times as you learn where the 
bad guys are and how to get around 
them within the assigned time limit. 
Because of this, Panzer Commander 
comes dangerously close to being an 
action game like Mechwarrior. 

The final rivet in the coffin is the Al, 
particularly the complete lack of 
pathfinding. Tanks have no regard for 
facing. If you can drive around behind 
a tank, it won't bother to turn its thick- 
er front armor to you. Weaker tanks 
confronted with a more powerful gun 
won't close to killing range. Soft tar- 
gets, on the other hand, will often 
make a bee-line right for you like a 
quarterback running towards the 





There’s about to be a new Sherman in town 





wrong end zone. It seems as if ene- 

mies have no Al aside from the waypoints hard- 
coded into the scenarios. Most aggravating of 
all is the way vehicles have no concept of going 
around obstacles. The greatest threat to your 
platoon is the perilous act of driving near build- 
ings or among steep inclines. Many vehicles 
will be lost forever once they've butted up 
against a wall or mounted the foot of a slope 
they can’t climb. Panzer Commander must be 
set in some alternate universe in which reverse 
gear has not been invented. This alone is 
almost enough to kill the game. 

Your own tank driver is as stupid as the 
enemy tanks; watch him burn out your engine 
because he’s run into a damaged vehicle and 
can’t figure out that he should go around it. 
There's no convenient way to skip waypoints 
and the autopilot function is inclined to wan- 
der off on its own. Luckily, the tank controls 
are pretty streamlined. It’s a simple matter to 
drive in one direction, turn the turret in anoth- 
er, and turn your head to look in yet a third 
direction, even through the status bar is miss- 
ing a useful indicator for these different fac- 
ings. This status bar is otherwise pretty helpful, 
displaying important information no matter 
what view or station you're in (very much like 
what's commonly used in sub sims). Some 
coarse analog gauges are built into the interior 
graphics, but they seem like an afterthought; 
they're next to useless. 

One of Panzer Commander's accomplish- 
ments is that it keeps your butt in the actual 
tank rather than forcing your nose into a map 
screen while you play. In most ground sims, 
you get the best situational awareness by fight- 


ing from the bird's eye view afforded by your 
map, which is anathema to the immersiveness 
of a sim. But Panzer Commander only offers a 
postage stamp-sized map in the commander's 
station that shows about a kilometer in each 
direction. Most of the tanks’ stations are useful 
in one way or another to help you get your 
bearings. The external views leave your com- 
mander in danger of being killed by small arms 
fire, so there’s incentive to button-up and use 
the limited view from the periscope. 
Furthermore, since the scope of the action is so 
limited, everything is manageable from the 
confines of your tank. With its superb sound 
effects and beautiful tanks, this could have 
been a remarkable simulation of armored war- 
fare in World War Il. If only... 

Well, there is a long list of “if only’s” plaguing 
the fatally-flawed Panzer Commander. Bugs can 
be forgiven. Poor Al can be forgiven (indeed, 
it’s almost expected). Missing features can even 
be forgiven. But it's a mystery how anyone 
would approve the assembled gaffs in Panzer 
Commander (especially the limited engage- 
ment ranges and complete lack of pathfinding). 
Sometimes a game can be fixed with a patch 
(witness MicroProse’s M17 Tank Platoon II), but 
Panzer Commander is in need of a recall and 
overhaul. -Tom Chick 


KK Hee 
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SSI + www.ssionline.com + Requirements: 
Windows 95, 133 MHz Pentium, 16MB RAM, 4X 
CD-ROM + Multiplayer: 2-6 players, Internet, LAN 





COMPUTER GAMES 11) 








Microsoft Golf: 1998 Edition 


Taking a break from world domination to deliver a pretty good golf sim 


icrosoft’s golf sims in the past could 
M be best described as “Links Lite”: they 

were basically slightly modified ver- 
sions of the venerable Links series. With 
Microsoft Golf: 1998 Edition, the series breaks 
from tradition by going with a design by 
Friendly Software, with the result being a blend 
of familiar features from other sims plus a num- 
ber of original concepts. 

The first thing you notice about a golf sim is 
the graphics, and those in Golf 98 are very nice. 
Only when compared to the top dogs of the 
golf sim world (e.g., LinksLS 98, Jack Nicklaus 5) 
do any deficiencies appear, such as the “black” 
water (although reflections are present). An 
insert window is available, configurable to dis- 
play a top down view and/or a reverse shot 
view. One nine-hole course and three 18-hole 
courses are included, with each hole accompa- 
nied by an optional “fly by” intro. 











[clockwise from right] 
An optional “fly by” 
introduction is available 
for each hole 


Player animations are 
very well done 


Playing out of the 
deep stuff 


Post shot graphs dis- 
play the trajectory of 
your shot 








The sounds on the course— 
wildlife, lawnmowers, planes, 
etc.—are outstanding, although 
some sounds, such as the ball hit- 
ting the pin or the ball splashing 
into the water, seem to be miss- 
ing. There is the obligatory com- 
mentator, in this case a droll per- 
sonality with a rather dry wit. Ball 
physics seem to be pretty good 
overall, although the roll of the 
ball on the green seems slightly 
“off”: hard to put a finger on, the 
roll of the putt just doesn’t look 
completely natural. Something 
that is definitely not natural is the 
behavior of the ball on water: it 
will apparently roll across the 
water until it stops, then sink. Gameplay itself is 
a little slow: while the redraw seems to be 
acceptably quick, the game forces players to 
wait a few seconds before swinging. 

For many, the swing interface makes or 
breaks a golf sim. Golf ’98 offers the traditional 
2- and 3-click options, then adds a couple of 
interesting choices. A “mouse swing” interface 
is available, with the player able to choose any 
axis of mouse movement desired for the swing. 
Unfortunately, the swing is not real time: i. 
the player moves the mouse and when fin- 
ished, the on screen player executes. This robs 
the interface of the direct connection to the on 
screen player that is the strength of this 
approach. The other option is a computer 
swing: you click a “swing” button, and the com- 
puter does all the work (perhaps handy for 
allowing your small children to play with you). 
The traditional “click” interfaces work about like 
they do in other games, with the exception 
that short swings and putts use very little of 
the swing meter, thus requiring very fast reflex- 
es to hit “on the nose.” Other options for hit- 
ting the ball include a “spin” meter (although 
only side spin, and not top or back spin) and a 
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“height” adjustment, for those low runners out 
of the woods or high flop shots over a green- 
side bunker. 


Where the game shines is in its gameplay 
options. Included scoring styles include stroke, 
match, skins, scramble, and Bingo Bango 
Bongo (a popular betting game, provided here 
in all of its side bet glory). Setting up your play- 
er includes the ability to choose your overall 
skill level, your hitting style (e.g., fade, draw, 
high or low shot, etc.), and the length for each 
club in your bag. The same can also be set for 
computer players you create, as well as their 
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aggressiveness and course management skills. 
While this is a great idea for creating comput- 
er “personalities,” the effect on their actual 
play does not seem as significant as expected. 
Ten player animations are available, including 
male and female of varying skin tones (sorry, 
no southpaws). These onscreen player repre- 
sentations are very smooth and lifelike (video 
captures, rather than polygon “cartoons”); 
however, for all of the customization allowed, 
they are disappointingly devoid of any type of 
comments or reactions during play. It detracts 
from the immersion factor when you make 
that rare hole in one and your on screen per- 
sona has no reaction at all (“Ho hum, just 
another ace. | suppose that means | don’t get 
to putt this hole...”). 

Overall, while several nits one can pick keep 
it from being a LinksLS 98 or Jack Nicklaus 5 
killer, Microsoft Golf ‘98 is a pretty good golf 
game with some options the big guys don’t yet 
offer. Jeff Lackey 








KK KI 


Microsoft Golf: 1998 Edition 
Microsoft * www.microsoft.com + 
Requirements: Windows 95, 90MHz Pentium or 
higher, 16 MB of RAM, 4X CD-ROM + 

B Multiplayer: 2-4 players, Internet, LAN, modem 
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Reinventing Virtual Reality 


What, how and why hardware is geared for immersion—Ben Sones 














owards the beginning of the decade it was the buzzword du jour—virtual reality. 
Environments so believable that the user would be completely immersed and forget 
that what they saw was merely an illusion. Many of the more practical conceptual- 
izations of virtual reality hardware involved the participant strapping some sort of 
silly helmet on their head and climbing into a device resembling one of those 
cheesy cockpit jetfighter games that rocks and tilts when you pull on the joystick. Cumbersome 
as such setups may have seemed, there was little doubt that virtual reality offered loads of 
potential where electronic games were concerned. Those silly helmets became a reality in the 
form of a variety of VR headsets, but they have mostly failed to catch on with both developers 
and consumers. They now spend much of their time languishing on the shelves at the local 
computer store—a small legion of dusty virtual paperweights. At a glance, they would seem to 
give mute testimony to the impractical nature of the goal to immerse people in virtual worlds. 


In truth, it is not the goal itself that was 
unrealistic, but rather our understanding of 
what it would take to reach it. “Immersion” is a 
subtle concept, and the elements that help a 
person buy into a virtual experience are diffi- 
cult to pin down. Developers have not given up 
on virtual reality (despite what those dusty VR 
headsets might tell you); they have simply 
started to explore new ways to create immer- 
sion. It might surprise you to discover how far 
they have come... 


Seeing is believing 

VR headsets tend to be expensive toys, but cost 
is only one of the reasons why they have failed to 
become popular. It might seem obvious that a 
stereoscopic display (a device that reproduces 
the way we see three-dimensional space by pro- 
viding a unique image for each eye) would be 
the best device for creating an immersive virtual 
world. Strangely enough, that may not be true. 
Such displays sport resolutions lower than what 
a monitor can provide, and they present users 
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with information that is inconsistent with real 
three-dimensional environments. The dual dis- 
plays trick the user's brain into believing that it is 
seeing an actual three-dimensional space, but in 
reality all the objects in that space exist on the 
same focal plane. The user's eyes attempt to 
focus on objects that it incorrectly perceives as 
being closer or further away, and the result is 
visual confusion and eyestrain. 

Hardware developers may or may not have 
picked up on these shortcomings consciously, 
but they have turned their efforts at creating 
visual immersion to other avenues. Studies from 
as early as the mid-'70s have suggested that 
other cues such as drop-shadows and height- 
ened visual detail are more successful at creating 
immersion than a stereoscopic display. The proof 
is in the pudding, and the blazing success of the 
3D-accelerator market provides almost more 
pudding than developers can eat. 3D accelera- 
tors provide more than enough immersion to 
justify their cost, and after playing an accelerated 
game like Quake II for a while, you almost forget 


The man on the left senses that object A is 
closer than object B, and his eyes adjust 
focus accordingly. The stereoscopic display 
provides the man on the right with the 
same distance cues, but the objects are 
actually on the same focal plane (the 
screen). The discrepancy can cause visual 
confusion and eyestrain as his eyes 
attempt to focus on objects that he per- 
ceives as being closer or farther away 


the illusion that these three sound 
sources exist in three-dimensional space 
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that you are seeing this world through a 17” 
(more or less) window. A new generation of 3D 
chipsets is poised to hit the market, and offerings 
from 3Dfx (Voodoo2), nVIDIA (RIVA TNT), and $3 
(Savage3D) will raise the bar by delivering even 
more features that heighten immersion. 


The sound and fury 

Audio is the neglected stepchild of virtual reali- 
ty, but the advent of 3D positional sound may 
change that. Stereo and surround sound have 
been around for years, you might think, so why 
all the fuss? If you find the concept of 3D audio 
underwhelming, take solace in the fact that 
you probably are not alone—sound is one of 
the most frequently overlooked elements in 
electronic entertainment. 

Stereo, in simplest terms, pans a given 
sound between the left and right speakers to 
give the impression that the source of the 
sound lies in that direction. To replicate a 
sound source to the right of the listener, more 
of the sound would be piped into the right 


3D positional sound can create | 

















speaker. Add more speakers to the equation 
and you have surround sound. Altering the 
direction that the sound is coming from by 
panning it between speakers mimics two 
important cues that humans use to localize 
sound. “Inter-aural intensity difference” (or IID) 
refers to the fact that sound tends to be louder 
in the ear closer to the source, and “inter-aural 
time difference” (or ITD) refers to the fact that a 
sound will arrive at one ear earlier than it 
arrives at the other. Stereo and surround sound 
work well with prerecorded audio, but when it 
comes to presenting interactive audio—such 
as you might encounter in a game of Quake II, 





for example—they have some drawbacks. IID 
and ITD cues allow us to place sounds only ina 
very general sense—we rely on other informa- 
tion to be able to localize sound sources more 
specifically. Environmental cues are especially 
important, and by interpreting the way a 
sound is altered as it reflects from or is 
obscured by surfaces around us we are not 
only able to place the location of the sound 
accurately, but also to determine the nature of 
our surroundings. A person speaking five feet 
to your left will not sound the same in an 
auditorium as he would outdoors, or on the 
other side of a brick wall. Prerecorded audio 


contains many of the environmental cues of 
the surroundings in which the sounds were 
recorded, but audio in interactive environ- 
ments is synthesized on the fly. A stereo or 
surround sound rendering will give you 
sounds that are heedless of their surround- 
ings—that Iron Maiden is going to sound the 
same whether she is standing next to you in a 
closet or in an amphitheater. 

3D positional sound was conceived to 
address these concerns. Games that are writ- 
ten to take advantage of 3D positional sound 
calculate how the sound waves would actual- 
ly travel through the game environment to 
the listener's ears and add the appropriate 
cues. Our illustration on the previous page 
represents a virtual environment in which 
sounds are emanating from three unique 
sources (A, B, and C). Stereo would render the 
location of each of the three sound sources by 








Better visuals 


It is not a new piece of 3D hardware, but it 
does have the potential to improve on your 
current 3D performance. Multi-Resolution 
Geometry (or MRG) is a software acceleration 
technology intended to build on current 3D 
acceleration. The number of polygons it con- 
tains directly affects the speed with which a 
three-dimensional scene can be rendered. As 
objects become more distant, the need for 
high levels of detail lessens, but their poly- 
gons have to be accounted for by the ren- 
dering engine even when they take up only 
a few pixels on your monitor. Some 3D 
games work around this by rendering 
objects at several levels of detail and switch- 
ing between the models as the object moves. 
away from the viewer. Aside from increasing 
development time, this approach results in 
object “popping’—a noticeable jump when 
an object moves across the invisible bound- 
ary and switches to a different detail level. 
MRG proposes to eliminate this problem by 
providing “continuous level of detail.” As 
objects become more or less distant, MRG 
adds or subtracts polygons one by one to 
produce a smooth scaling effect while mini- 
mizing the number of polygons the 3D 
engine has to handle. The MRG API works 
alongside any triangle-based 3D API (such as 
OpenGL, Glide, or Direct3D) and provides its 
scaling effect without requiring game devel- 
opers to model objects at multiple detail lev- | 
els. The SDK is available now from Sven 
Technologies—expect to start seeing titles 
supporting MRG by the end of the year. 


Multi-Resolution Geometry 
Sven Technologies, Inc. 
www.sven-tech.com 











COMPUTER GAMES 








115) 












































The mouse that roared 
If it sounds a little weird, that is probably 
because it is a little weird. A mouse is proba- 
bly the last candidate you would expect to 
benefit from a force-feedback boost. Then 
again, the keyboard/mouse combo is current- 
ly the most popular control setup for most 
first-person shooters. Immersion demonstrat- 
ed how the FEELit mouse could provide tac- 
tile response to Windows95 screen ele- 
ments—slide your cursor over a scroll bar 
and you can actually feel it sliding into the 
groove. Resizing a window can produce a 
“stretching” sensation, and you can feel the 
cursor “pop” as you slide it from one menu 
choice to the next. Interface designers have 
known for years that integrating audio 
feedback into controls makes for a better 
interface... why not tactile feedback? The 
FEELit Mouse uses Immersion’s I-FORCE tech- 
nology (already supported by a number of 
games, including Battlezone and F22 ADF). 
Expect to see the FEELit Mouse in stores by 
the end of this year, with an expected street 
price around $139.00. 


FEELit Mouse 
Immersion Corporation 
www.force-feedback.com 








Creepy VR_ 


If you think the “rock- 
ing, tilting jetfighter 

- cockpit” is the pinna- 
cle of inertia reproduction in games, you 
might want to take a look at this item. The 
Motionware headset is about the size of a 
pair of headphones, and it may be the Holy 
Grail for jet-jockeys who yearn for games 
that give them a sense of speed. 
Motionware uses galvanic stimulation of the 
body’s vestibular apparatus (the organ in 
the inner ear that detects sensations of 
equilibrium) to produce a physical sensation 
of motion. The direction of the perceived 
motion mirrors what is seen on the monitor, 


altering the intensity of the sound in each 
speaker. Sound A would be louder in the left 
speaker, sound B would be equally loud in 
either speaker, and sound C would be louder 
in the right speaker. 

3D positional sound would take the effects 
of the environment into account and alter 
each of the sounds accordingly. Sound A is 
still louder in the left speaker than in the 
right, but the sound would also echo off the 
wall to the listener's right. The same wall 
would muffle sound C. Sound B would pro- 
duce less of an echo from the wall than sound 
A would. Sounds cues are continually updated 
as a sound's source moves in relation to the 
listener and objects in the environment. These 
effects can create an audio illusion of three- 
dimensional space even on two speakers—an 
illusion that reacts to a player's input. 
Convincing 3D sound can bring as much 
immersion to a virtual experience as visual 3D 
acceleration can, and it may be that its time 
has finally come. Aureal has developed it's 
own set of standards for 3D positional 
sound (A3D, and the upcoming A3D 2.0), 
but the emerging standard (which Aureal 
also supports) appears to be Microsoft's 
DirectSound3D. 





so you can actually feel the rush of speed 
when you throttle your F-16 up to full mili- 
tary power. It may seem kind of creepy, but 
Virtual Motion gives their assurances that 
the device is perfectly safe to use (similar 
technology has been used in medical fields 
to diagnose balance disorders). Information 
on pricing was not available at the time of 
this writing, but Virtual Motion expects to 
offer Motionware to consumers via their 
web site sometime later this year. 


Motionware 
Virtual Motion 
www.vm3.com 
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Visit your local retailer or call 1-800-789-1534 for additional information 
www.imagicgames.com 


Industry Giant is a trademark and Interactive Magic is a registered trademark of Interactive Magic, Inc © Copyright 1998 Interactive Magic, Inc. All Rights Reserved. 
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Sound in 3D 


Where we once had few alternatives to the ven- 
erable Sound Blaster, the market is bursting at 
the seams with alternative sound hardware. 
These cards, many of which are PCI-, as opposed 
to ISA-based, usually offer more than basic digi- 
tal sound, adding advanced wavetable MIDI and 
new features like 3D audio. 

Two cards that offer these features are the 
Turtle Beach Montego A3DXstream and the 
Guillemot Game Theater 64: Dynamic 3D Edition. 
Beyond having incredibly long names, the two 
cards are more alike than different, offering low 
cost (around $99), 3D sound, easy installation, 
compatible with the majority of DirectX 
Windows 95 software, and fabulous sound. 

The Montego, goofy name aside, is a superb 
sound card. A bus-mastering PCI card with a digi- 
tal gameport, it installed painlessly and per- 
formed flawlessly. As with competing cards, the 
Montego will not work in a pure-DOS environ- 
ment. It emulates a Sound Blaster Pro ina 
Windows 95 DOS session, but you'll want to keep 
your old ISA card if you're interested in running 
games in pure DOS. The card features the Aureal 
A3D sound chip, which delivers superb spatial 
sound with only two speakers or headphones. 

The Game Theater 64 is an ISA card with a 
























good old analog gameport, which gives it an 
advantage when it comes to DOS support. Its 
sound quality seems equal to the Montego— 
both produce incredibly clean samples, with lit- 
tle noise or distortion. Users with new machines, 
though, may not have room for an ISA card 

Of the two cards, it’s really a toss-up which 
card is better—each does an excellent job. 
However, we'll give the nod to the Turtle Beach 
card for its PCI interface and digital gameport. 
-Steve Bauman 


Game Theater 64 3D Edition 
Guillemot International 
www.guillemot.com 


Montego A3DXstream 
Turtle Beach Systems 
www.tbeach.com 








Those other pesky senses 
In real life, tactile sensations can be quite 
powerful. People often trust their sense of 
touch even when they doubt what their other 
senses are telling them. Even though force 
feedback has been around for some time, it 
has largely been discarded as a gimmick. A 
number of hardware developers have recently 
been gearing up to put some serious effort 
into attempts at force feedback, however, and 
it should be interesting to see what they 
come up with. The superficial reputation that 
force feedback has is largely a result of how it 
has been used, but the typical “vibrating joy- 
stick” response to firing a weapon is not the 
full extent of this technology's potential. As 
with visual immersion, the more subtle effects 
may actually be the most interesting ones— 
imagine how useful it would be to fee/ when 
your tires were about to loose traction in 
NASCAR Racing 2. 

And touch is not the only sense that devel- 
opers are exploring. Check out our preview of 
Virtual Motion’s Motionware for a glimpse of 
a truly unique piece of virtual reality hard- 
ware. Could smell-acceleration be next? You 
never know. Immersion is the bottom line, 
and as hardware developers continue to 
explore exactly what immersion is, the only 
thing that is clear is that it might not be what 
we first expect. = 





Mega Plextor 


The UltraPlexX 32xX is 
the ultimate CD-ROM 


While it’s impossible to predict the future, the 
CD-ROM isn’t going to die any time soon. Its 
installed base is too large, and its theoretical 
replacement, DVD, hasn't exactly set the com- 
puter world on fire. Based on published bench- 
marks, the tradeoff with most new DVD drives is 
poor CD-ROM performance. Since you're still 
doing most of your game playing from a CD- 
ROM, a fast unit can really improve the perceived 
performance of your machine, especially if you're 
plugging away with a single-digit speed CD- 
ROM. If you have a SCSI-based system, look no 
further than the Plextor UltraPleX 32X, a CD-ROM 
that provides staggering performance at a cost. 
The UltraPleX is an UltraSCSI CAV (Constant 
Angular Velocity) drive. It supports UltraSCSI 
20MB/sec burst transfer rates with an UltraSCS! 





High performance 
Throughput 


Minimum Maximum 
Plextor UltraPlex 32X00 


Generic IDE 32K 


| 
0 2500bps 5000bps 


Minimum Maximum. 
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host adapter. According to Plextor, other high 
speed devices, such as hard drives, will not be 
bogged down waiting for the CD-ROM (this has 
been a problem that has plagued IDE drives and 
CD-ROMs). The drive is available in either a tray 
or caddy model. It supports all current CD-ROM 
formats, including CD-Extra (CD-Plus), multi-ses- 
sion, Enhanced CD, CD-R (CD-Recordable) media 
and CD-R/W (CD-Re-Writable). 

As with other high-speed CD-ROMs, it’s a 
somewhat noisy drive, as it constantly spins up 
and down. However, included software allows 
you to set the length of time before it spins 
down. You can even (temporarily) set it to never 
completely spin down, which should help some 
games that access the CD infrequently. 

Looking at the performance, there are three 
main areas gamers should be interested in when 
testing a CD-ROM. The raw throughput, which 
measures how fast it can read data from large 


files; random access, which measures how quickly 


the drive can find data located on different areas 
of the CD-ROM; and CPU utilization, which mea- 
sures how long your processor is used to transfer 
data from the drive buffer to system memory. 


{Access time 
Random) RUINSHORE 
Plextor UltraPleX 32X90) ) 


Generic IDE 32X 


| 
1) 100ms 


200ms 


Random Full Stroke 


In our testing, using a 200MHz MMX Pentium 
with an Adaptec 2940UW Ultra-Wide SCSI con- 
troller, the UltraPleX 32X transferred data any- 
where from 2MB/sec to 4.8MB/sec (the variance 
depends on the physical location of the data on 
the CD) with an 85ms access time. Comparing a 
32X IDE drive to the UltraPlex shows them to be 
nearly equal in everything but CPU utilization. A 
Generic 32X IDE drive sucked up over 90% of the 
CPU, while the UltraPlex was just under 20%. 
What this means is that CPU intensive tasks, such 
as decompressing video or maps in a flight simu- 
lator, can actually take more time or cause skips 
even with the ultra-fast drives. 

This performance does come at a price. Ata 
list price of $229 for an internal drive, and $319 
for an external model, it’s not as cheap as those 
generic IDE CD-ROM drives. But with its stun- 
ning performance, it’s definitely the drive of 
choice for high- 
end users who 
are looking for 
cutting-edge 
hardware. 
-Steve Bauman 





{CPU utilization 
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Testing conducted on a 200MHz MMX Pentium with CD Tach 98, from Testa Labs (http://tcdlabs.simplenet.com) 





HERE’S YOUR CHANCE TO GET OUT OF AOL FREE. 
Switch to EarthLink and get your email, news, stock quotes, sports scores, entertainment, shopping, chat, and an 


instant messaging program—all the things people like about AOL—without the busy signals, failed connections, 


junk mail, lost mail, and endless commercial messages you're forced to click NO THANKS to. And we're still just 


$19.95 per month for unlimited access. Playing the Internet game should be fun! So, what are you waiting for? 


Call now for a better deal on Internet access 


FOR JUST $19.95 PER MONTH, YOU GET: 

Unlimited Internet usage Complete software for Free 6MB Web site 
Nationwide access Windows and Mac Free Internet user guide 
Over 1,200 local dial-up numbers Personal Start Page Bi-monthly newsletter 


Choice of browsers Email Toll-free 24-hour help 


It's your Internet.” 


©1998 EarthLink Network, Inc. Trademarks are the property of their 
respective owners. All rights ed. 
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‘FALLOUT 2° This sequel to the popular roleplaying game will have a 
new cast of mutants, droids, ghouls, lizards, & flesh- eating plants. It 
features improved Artificial Intelligence, a car, new armor, & new 
weapons.Give strategic commands to your party members, tell them to 
heal themselves, stay put, & even teach them new skills & abilities. 
Eidos (Roleplaying) 

Release: 6/98 
PC CD 


“FIGHTER SQUADRON: SCREAM- 
IN'DEMONS OVER EUROPE’ 
Ground-breaking simulator 
engine based on the most accu- 
rate inertia, gravity, & force calcu- 
lations to date. Each of the nine 
planes flies just like its real-world 
counterpart, and contains 30 
unique scenarios. Planes take 
damage on a per-polygon basis, 
which realistically and adversely 
affects handling . 
Activision (Simulation) 
Release: NOW 

PC CD 


“CONFIRMED KILL’ Choose from 
a wide range of historically-accu- 
rate missions & hypothetical sce- 
narios. Parameters (such as: 
flight, damage, & gunnery mod- 
els, red outs/black outs, sun blind 
spots, mid-air collisions, ammu- 
nition loads, & fuel consumption) 
are adjustable for each scenario. 
Intuitive interface & virtual cock- 
pit maximize situational aware- 
ness during battle 
Eidos(Simulation) 

Release: 9/98 

PC CD 


“HERETIC II’ This third-person 
action/adventure game based on 
the Quake II engine sets players 
on a quest through vast city & 
outdoor settings as they search 
for a cure to a deadly plague. 
Richly detailed environments, 
stunning special effects, & chal- 
lenging level designs. Features a 
variety of offensive & defensive 
spells to fight a multitude of 
plague-ridden enemies. 
Activision (Action) 
Release: 12/98 

PC CD 


“DUKE NUKEM FOREVER’ Duke 
is back and badder than before in 
this retooled sequel. Dr. Proton 
has taken over Area 51 & nuked 
Las Vegas. Making use of the 
Quake II engine, the team at 3D 
realms promises not to disappoint 
with new weapons, new villains, 
and full 3Dfx support. Multiplayer 
options & incredible lifelike envi 
ronments. 




















are Yourseit for Fotai Melina 


GT Interactive (Action) 
Release: 12/98 
PC CD 


“TOTAL ANNIHILATION: KING- 
DOMS’ This fantasy real-time 
strategy game engages you in the 
struggle of good against evil and 
magic against technology. New 
story line, 3-D articulated units, 
missions, multiplayer maps & 
worlds. Four selectable sides to 
choose from, each with its own 
unique magical & technological 
abilities. 


GT Interactive (Strategy) 
Release: 12/98 
PC CD 
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Tme Revease Price Tme Revease Price Tme Reease Price Tme 
10th Planet 09/98 $48.99 F-22 Raptor 12/97 $27.99 MetalTech:ES Speech 11/94 $18.99 _Scrmn Demons Europe 
1943 Euro Air War 11/98 $45.99 FIA 18 Korea 1297 $36.99 Mig Alley 09/98 $39.99 Sea Wolf 
30 Naval Battles 09/98 $48.99 FI Racing Sim (04/98 $46.99 Monster Truck Madnss 2 05/98 $46.99 Sega Rally Champ 
688i Hunter Killer 06/97 $46.99 _F16 Fightng Falcon 09/97 $19.99 Monstr TrckMdnss W95 10/96 $22.99 Sierra Pro Pilot 
A-10 Cuba W95 11/96 $19.99 FA 18 Hornet 3 04/97 $26.99 Moto Racer GP 09/97 $40.99 Silent Hunter 2 
ACS Marine Fighters 08/95 $24.99 Falcon 4.0 12/98 $54.99 Motocross Madness 09/98 $44.99 Silent Hunter CE 
ACS US Navy Fohtr «11/94 $15.99 Falcon 4.0: MiG 29 12/98 $30.99 Motorhead 06/98 $44.99 Skies 
AH 640 Longbow Ltd 06/96 $15.99 Falcon Gold 07/94 $24.99 Msoft FS5 Bizjet Coll 09/96 $25.99 Sint Hntr Ptrl 1-3 ea 
AH-640 Longbow 2 12/97 $44.99 Fghtng Ficn Bck Bgdd 07/97 $29.99 Nascar Racing 2 12/96 $38.93 Spearhead 
AHG4 Flash Pnt Korea 11/96 $25.99 Fighter Duel 2 06/98 $48.99 Nascar Racing 3 12/98 $47.99 Spearhead Exp Pack 
ATF 98 08/98 $46.99 Fighter Legends 11/98 $47.99 Naser Reng 2 Grand Natl 11/97 $29.99 Starsiege 
ATF Gold 03/97 $12.99 Flight Sim Toolkit 12/93 $15.99 Naser Rong W Trek Pck 07/96 $18.99 Strike Commander 
Absolute Zero 11/95 $19.99 Flight Unlimited 2 12/97 $25.99 Nations Fighter Command 11/98 $48.99 Super Hornet 2000 
Aces: X-Fighters 10/98 $49.99 Flying Corps Gold 02/98 $33.99 Need Speed Gold 07/96 $19.99 Super Touring Cars 
Across the Rhine 08/95 $16.99 Flying Nightmares 2 10/98 $39.99 Need for Speed 2SE 11/97 $44.99 TOCA Touring Car Chmp 
Air Cmbt Pacfic 1942 06/94 $15.99 Flying Saucer 06/98 $46.99 Newman Haas Racing 08/98 $39.99 Tank Commander Net 
Air Warrior 2 02/97 $24.99 Flying Tigers 09/98 $48.99 Nuclear Strike 14/97 $29.99 Tank! 
Air Warrior 3 12/97 $36.99 Formula 1 CE 05/98 $40.99 Outlaw Racers 06/98 $39.99 Team Apache 
Anarchy 05/98 $41.99 Formula 1 W95 06/97 $29.99 Panzer Commander 06/98 $48.99 Test Drive 4 
Andretti Racing 12/97 $27.99 Front Line Fighters 08/98 $48.99 Panzer Elite 12/98 $48.99 Thunderstrike 
Apache Havoc 11/98 $39.99 G-Nome 02/97 $18.99 Phantom Ace 09/98 $48.99 Tie Fightr Coll 
Archimedean Dynsty 11/96 $14.99 Grand Prix Legends 07/98 $44.99 Powerboat Racing 03/98 $28.93 Top Gun 2 Hornets Nest 
Ares Rising 06/98 $46.99 Great Naval Battles 4 11/95 $12.99 Powerslide 11/98 $44.99 Total Air War 
Armored Fist 2 10/97 $25.99 Hind Helicopter 10/96 $25.99 Privateer 2 SE 12/97 $39.99 Touring Car 
Babylon § 09/98 $48.99 | War 06/98 $48.99 Privateer 3 03/99 $52.99 Train Dispatcher 2 
Baja 1000 Racing 12/98 $45.99 Inferno 11/94 $29.99 Recoil 11/98 $48.99 —Trans-Am Racing 68-72 
Brnout Champ Dragreng 05/98 $39.99 Jet Fighter 3 11/96 $35.99 Red Baron 2 12/97 $27.99 Trophy Bass 2 
CART Precision Racing 11/97 $40.99 Jet Fighter 3 Missn 05/97 $25.99 Red Line Racer 06/98 $42.99 Ultimate Racing Pro 
Cart Racing 11/97 $26.99 Jet Fighter Full Bun 06/98 $46.99 Redline 07/98 $46.99. UltraFighters 
Castrol Honda Superbike 05/98 $43.99 Jet Fighter Platinum 11/97 $34.99 Renegade 09/96 $10.99 angers 
Comanche 3 04/97 $18.93 Joint Strike Fighter 12/97 $27.99 SHOGO: Mobile Armor 11/98 $46.99 Virgin Rally Champ 
Comanche Gold 05/98 $45.99 Luftwaffe Commander 11/98 $48.99 SODA OMt-Road Racing 12/97 $25.99 Werewif Vs Comanche 2 
Condemned 05/98 $48.99 M1 Tank Platoon 2 04/98 $39.99 SS Nascar Racing 2 06/98 $26.99 Wing Comm 5: Prophcy 
Confirmed Kill 09/98 $42.99 MS Combat Flight Sim 08/98 $48.99 SSNscrGmnd Nat Sts 06/98 $26.99 Wing Commander 4 
Cyberstrike 2 08/98 $39.99 MSFS98 Air & Cockpit 04/98 $28.99 SS SODA Off Road Rcing 06/98 $19.99 Wings of Destiny 
Daytona USA Dix 11/97 $42.99 MS Flight Sim 98 09/97 $52.99 SU-27 Flanker 2 08/98 $43.99 X-Car Exprmnt! Ren 
Deep Six 09/98 $46.99 MS Flight Sim Triple Pk 07/98 $17.99 SU-27 Finkr2Add-On 09/98 $29.99 _X-Com Interceptor 
Destruction Derby 2 11/96 $19.99 MW 2 Add-On 1295 $11.99 SU-27 Squadm Comm Ed 10/97 $25.99 X-Wing Collector 
EF 2000 V2 07/97 $40.99 MW2Add-OnW95 07/96 $11.99 SWIV 03/98 $36.99 X-Wing Collector's Srs 
EarthSiege 2 03/96 $19.99 MW Mercenaries, 09/96 $18.99 SabrAce 10/97 $42.99 X-Wng v Tie Cmp 1 
Evil Core-Fallen Cities 11/98 $39.99 MW Mercenaries 30x 07/97 $21.99 Sail 95. 04/95 $31.99 X-Wng v Tie Fghter 
Extreme Assault 07/97 $29.99 Man of War 10/97 $25.99 Sailing Sim East Cst 06/93. $23.99 _iA-10 Warthog 
FAS 03/98 $46.99 Manx TT 11/97 $39.99 Sand Warriors 09/97 $22.99 if-22 Raptor 
F-16 Agressor 08/98 $48.99 Mech 2 Battlepack 03/97 $23.99 Screamer 0997 $12.99 iF-22v5.0 
F-22 ADF 42/97 $44.99 MechWarrior 2 07/95 $19.99 Screamer 2 03/97 $12.99. iF/A-18 CSF 
F-22 Lightning 2 09/96 $18.99 MechWarrior 3 12/98 $52.99 Screamer 3 09/98 $44.99 iPanzer 44 
COMPUTER GAMES: HARDWARE | 
Controllers Quickshot 30 Striker 03/98 $44.99 POU's Modems 
ACT EagleMax 04/98 $47.99 Quickshot Mstr Pilt 98 04/98 $39.99 3Com Palm Pilot 3 05/98$349.99 Omd SprXp 562V.90 04/98 $119.99 
ACT Racing System 05/98 $49.99 Quickshot Mstr Pit Val 03/98 $64.99 3Com PalmPit Cradle 04/98 $26.99 Omd Spraxpr 56iV.90 04/98 $99.99 
CHFI6Combatstick 11/95 $59.99 Quickshot MstrPit Prog 04/98 $25.99 3Com PalmPIt Modem 02/97 $119.99 USR Sk V.90D-F Ext 03/98 $159.99 
CH FIG Fighterstick «11/96 $84.99 Quicksht SkyCommndr 05/98 $59.99 3Com PimPit Mdm Cbl_ 02/97 $19.99 USR 56k V.90D-F Int 03/98 $139.99 
CH Flight Stick Pro 09/93 $49.99 Saitek PC Dash 04/98 $49.99 3Com PimPIt Slim Cse 04/98 $19.99 Sound Cards 
CH Game Card 3 Auto 02/91 $26.99 Saitek X-36 Cont Sys 05/98 $107.99 3Com PimPt Dix Case 02/97 $54.99 Diamond Monster M80 03/98 $89.99 
CH Gamestick 14 12/97 $59,99 Saitek X-36F Joystick 04/98 $6999 3Com PPL Ntwrk Htsnc 02/97 $65.99 Omnd Monster MX200 05/98 $139.99 
CH Jane's Combt Sick 07/97 $69.99 Saitek X-36T System 11/98 $69.99 3ComPPtStyls Pn Pk 02/98 $6.99 Orchid NuSound PC! 06/98 $159.99 
CH Joystick Switchbox 11/97 $24.99 Saitek XB-30 Cont Sys 04/98 $39.99 Memory Sound Blaster 64 Gld 10/97 $149.99 
CH Pro Pedals 12/94 $79.99 Space Orb 360 10/96 $42.99 72-Pin EDO Non Parity SIMMS Sound Blaster PCI64 05/98. $95.99 
CH Pro Throttle 03/96 $84.99 Suncom F15 Hawk 07/95 $18.99 4MB 1X32 60ns 05/98 $13.99 Turt Bch Daytna PCI 05/98 $79.99 
CH Racng Whi W Pdal 10/97 $85.99 Suncom F15 Talon 07/95 $42.99 8MB 2x32 60ns 05/98 $18.99 Tut Bch Mntego A3DX 05/98 $119.99 
CH Virtual Pilot Pro «12/94 $75.99 Suncom G-Frce Plus 07/97 $34.99 16MB 4X32 60ns 05/98 $29.99 Vidloge Snic Strm PCI 06/98 $149.99 
Gravis PC Gmepd Pro 11/96 $26.99 Suncom SFS Throttle 04/98 $89.99 _32MB 8X32 60ns 05/98 $54.99 Video Cards 
Grvis Xtrmintr Gme Pd 06/98 $44.99 Suncom SFX Plus Jstk 02/98 $44.99 64MB 16X32 60ns 05/98$162.99 Canps Pre 30.212MB 06/98 $279.99 
Joyswiteh 09/94 $42.99 TM Attack Throttle 02/98 $51.99 72-Pin Non Parity SIMMS Crtve 30 Bistr 2 12MB 05/98 $275.99 
MS SdWr FrStl Pr Pd 09/98 $89.99 TM Elite Ruddr Pedals 03/98 $65.99  4MB 1X32 60ns 05/98 $13.99 Omd Mnstr 30 II 12MB 05/98 $269.99 
MS Sidewinder FF Pro 09/97 $148.99 TM F16 TOS 06/95$114.99 8MB 2X32 60ns 05/98 $18.99 Omd Monstr 30 1 8MB 04/98 $229.99 
MS Sidewndr Prec Pro 10/97 $54.99 TM F22 Pro 10/96 $133.99 16MB 4x32 60ns 03/98 $31.99 Matrox MGA G200 05/98 $299.99 
MS Sidwinder Pro Pad 10/96 $32.99 TM Game Card 02/93 $32.99 32MB 8X32 60ns 05/98 $54.99 Orch Rght 301 12MB_ 05/98 $289.99 
Mad Catz Panther XL___01/98 $62.99 _TMNascar Racng Whl__11/97$119.99 _64MB 16X32 60ns 05/98$162.99 Orchd Roht 30 Il 8MB_ 04/98 $249.99 
COMPUTER GAMES: ACTION | 
‘Amen: The Awakening 04/99 $48.99 EXFOR Omega 11/98 $48.99 Planet Texas 09/98 $48.99 Tenchu 11/98 $48.99 
Battlezone 03/98 $43.99 Elysium 07/99 $48.93 Postal 10/97 $39.99 Terra Victus 08/98 $48.99 
Beneath 10/98 $48.99 Esoteria 11/98 $46.99 Prey 12/98 $50.99 Tomb Raider 11/96 $19.99 
Blood 2 14/98 $48.99 Flesh Feast 05/98 $42.99 Profiteer 07/98 $45.99 Tomb Raider 2 11/97 $29.99 
Carmageddon Max Damg 02/98 $39.99 Forsaken 05/98 $42.99 Quake 11/96 $25.99 Tomb Raider 3 11/98 $41.99 
Critical Depth 08/98 $48.99 G-Police 11/97 $44.99 Quake 2 12/97 $44.99 Tomb Raider Gold 03/98 $25.99 
Daikatana 09/98 $39.99 Gatherer 04/98 $42.99 Quake 2 Mission Pk 1 05/98. $28.99 Tomorrow Never Dies 12/98. $48.99 
Dark Forces 03995 $14.99 Giants 12/98 $48.99 Quake 3 04/99 $48.99 Trespassr Jrssic Park 06/98 $48.99 
Dark Forces Jedi Mssn 02/98 $24.99 Half Life 06/98 $48.93 Redneck Rampage 04/97 $32.99 Turok Dinosaur Hunter 01/98. $39.99 
Dark Frees Jedi Knght 10/97 $46.99 Heavy Gear 14/97 $44.99 Redneck Rmp Rides Agn 05/98 $42.99 Turok Dinosr Huntr2 02/99 $46.99 
Dark Vengeance 06/98 $45.99 Heavy Gear 2 02/99 $48.99 Requiem $46.99 Twisted Metal 2 1197 $29.99 
Death Trap Dungeon 05/98 $39.99 Heretic 2 12/98 $49.99 Resident Evil $39.99 Unreal 05/98 $43.99 
Delta Force 02/99 $48.99 Hexen 2 09/97 $40.99 Seed $48.99 Unreal Level Editor 07/98 $29.99 
Descent 3 12/98 $48.99 Incoming 06/98 $41.99 Shadow Warrior $42.99 Unreal Level Pack 09/98 $24.99 
Descent Freespace 05/98 $46.99 Interstate ‘77 09/98 $46.99 Shadows of the Empire $49.99 Urban Assault 06/98 $47.99 
Dethkarz 10/98 $42.99 Interstate ‘82 04/99 $48.99 Sin $48.99 Vigilance 07/98 $42.99 
Die By the Sword 03/98 $39.99 MIA 07/98 $29.99 Space Marine Ambush $46.99 War Gods W95 07/97 $28.99 
Die Hard Trilogy 01/97 $34.99 Mageslayer 09/97 $36.99 SpecOps $47.99 Weekend Warrior 06/98 $44.99 
Dreams to Reality 05/98 $39.99 Max Payne 1198 $47.99 Star Trek Klingon Acadmy 10/98 $48.99 Witchaven 09/95 $12.99 
Duke Nukem 30 05/96 $19.99 Messiah 09/98 $48.99 Starship Troopers 12/98 $46.99 Wolfenstein 30 03/98 $17.99 
Duke Nukem Forever 12/98 $48.99 Montezumas Return 06/98 $45.99 Sub Culture 11/97 $44.99 Wrath 12/98 $48.99 
Duke Nukm 30 Atomic 01/97 $31.99 OutWars 04/98 $47.99 SubSpace 12/97 $24.99 XS 03/97 $45.99 


‘SPlus898Pg1 












































©1998 CHIPS & BITS, INC. 


‘SPtus898Pg2 


New Order 
Releases Inline 
COMPUTER GAMES: STRATEGY 
Tme Reease Price Tme Reease Price Tre Revease Price Te Revease Price 
10 Six 09/98 $35.99 Creatures Life Kit 1 01/98 $21.99 Lemmings Paintball 03/98 $29.99 Star Control 3 09/96 $14.99 
1830 RR/Rbbr Baron 04/95 $19.99 Dark Colony 08/97 $12.99 Liberation Day 03/98 $34.99 Star Control 4 10/98 $48.99 
7th Legion 10/97 $10.99 Dark Omen 03/98 $39.99 Lords Realm 2 11/96 $25.99 Star General 12/96 $14.99 
AD&D Birthright 07/97 $27.99 Dark Reign Futre War 09/97 $39.99 Lords Realm 2 Exp Pk 06/97 $28.99 Star Nations 06/98 $46.99 
Adhara 3 05/98 $44.99 Dark Reign MP 1 04/98 $26.99 Lords of Magic 12/97 $34.99 Star Trek Starfleet Cmmnd12/98 $48.99 
Admiral Sea Battles W95 11/96 $22.99 Dawn of War 10/98 $39.99  M Gathrng Battlemage 01/97 $19.99 Starcraft 04/98 $39.99 
Admral Ancient Ships 06/98 $46.99 Deadlock 09/96 $14.99 MAX 12/96 $15.99 Starcraft Expansion 06/98 $29.99 
Advancd Civilization 11/95 $34.99 Deadlock 2 03/98 $42.99 MAX2 06/98 $44.99 Starcraft Retaliation 07/98 ~=$9.99 
Age Empires Fin! Congst 05/98 $18.99 Dominant Species 11/98 $48.99 MTG Duels of Pineswiker 02/98 $26.99 Stars Twinpack 06/98 $27.99 
Age of Empires 10/97 $41.99 Dominion Storm 05/98 $35.99 Magic Spells of Anct 10/97 $28.99 Stellar Frontier 06/98 $44.99 
Age of Empires 2 05/99 $48.99 Duel: Mage Wars 09/98 $48.99  Magic:the Gathering 03/97 $15.99 Stratosphere 08/98 $46.99 
Age of Wonders: 06/98 $46.99 Dune 2000 07/98 $39.99  Malkari 11/98 $44.99 Submarine Titans 05/98 $44.99 
Alpha Centauri 08/98 $48.99 Dungeon Keeper 07/97 $39.99 Mass Destruction 03/98 $35.99 Syndicate Wars 10/96 $45.99 
Ancient Empires 03/96 $15.99 Dungeon Keeper Gold 04/98 $39.99 Master of Magic 12/94 $18.99  Theocracy 12/98 $42.99 
Armored Moon 02/98 $39.99 Dungn Kpr Deepr Dngns 12/97 $19.99 Master of Orion 11/94 $18.99 Total Annihilation 10/97 $19.99 
Army Men 05/98 $34.99 Earth 2140 11/97 $19.99 Master of Orion 2 11/96 $24.99 Total Annihilation 2 12/98 $48.99 
Axis & Allies 09/98 $43.99 Emergency 11/98 $43.99  Mechcommander 07/98 $51.99 Total Annitn Cr Ctgcy 04/98 $22.99 
Battlecruiser 3000 10/96 $9.99 Emperor of Fadng Suns 01/97 $18.99 Mission Nexus Prime 04/98 $47.99 Tot! Annhitn Bt! Tetcs 07/98 $19.99 
Battles of Destiny 11/92 $11.99 Enemy Nations 04/97 $28.99 Missn Fre:Cybrstrm 2 05/98 $36.99 Transport Tycoon 12/94 $24.99 
Blackstone Chroncles 11/98 $44.99 — Entrepreneur 10/97 $37.99 Myth 11/97 $39.99 Transport Tycoon Dix 09/95 $24.99 
Blood & Magic 11/96 $19.99 Evolution 01/98 $29.99 Netstorm 11/97 $19.99 Tribal Rage 05/98 $39.99 
cac 09/95 $19.99 Extreme Tactics 05/98 $48.99 Outpost 2 09/97 $19.99 Unnatural Selection 11/93 $18.99 
C &C 2: Tiberian Sun 09/98 $48.99 Extreme Warfare 08/98 $48.99 Pax Imperia 2 11/97 $29.99 Uprising 10/97 $19.99 
C&C Covrt Oprtions. 03/96 $19.99 Force Commander 11/98 $49.99 Perfect General 09/91 $11.99 Uprising 2 11/98 $46.99 
C&C Gold W95 02/97 $18.99 Fragile Allegiance 03/97 $45.99 Plague 09/98 $42.99 WHammer Shad Hrn Rat 01/96 $19.99 
C & CRA Aftermath 10/97 $19.99 Freedom in Galaxy 11/98 $41.99 Politika 11/97 $19.99 Wages of War W95 11/96 $19.99 
C &CRAChter Strke 04/97 $12.99 Galactic Mirage 07/98 $44.99 Populous 3 10/98 $45.99 War of the Worlds 08/98 $44.99 
C&C Red Alert 11/96 $25.99 Global Domination 11/98 $47.99 Railroad Tycoon 2 12/98 $48.99 WarBreeds 03/98 $19.99 
C&C Sole Survivor 12/97 $25.99 Guardians: Agnts Jst 09/98 $46.99 Rainbow Six 09/98 $45.99 Warcraft 2 12/95 $25.99 
Caesar 2 09/95 $19.99 Heist 05/98 $44.99 Reach for Stars2W95 04/99 $48.99 Warcraft 2 70 Levels 01/97 $19.99 
Caesar 3 12/98 $48.99 Heroes M&M 09/95 $19.99 Rebellion 03/98 $49.99 Warcraft 2 Add On 05/96 $19.99 
Capitalism Plus 05/97 $29.99 Heroes M&M 2 11/96 $25.99 Revolution 09/98 $44.99 Warcraft Orc/Humns 11/94 $29.99 
Captives 06/98 $40.99 Heroes M&M2ExpPk 05/97 $19.99 Risk 11/96 $29.99 Wargames 06/98 $39.99 
Cave Wars 11/96 $22.99 Heroes M&M W95. 02/96 $19.99 RoboRumble 10/98 $46.99 Warhmmr 40k Chs Gate 09/98 $44.99 
Civ 2 Fantasy Worlds 11/97 $24.99 Heroes of M&M3 11/98 $44.99  Ruthless.com 12/98 $48.99 Warlords 02/91 $9.99 
Civ 2 Platinum 06/98 $46.99 Hidden Wars 07/98 $48.99 SWAT2 06/98 $48.99 Warlords 2 Dix 09/95 $40.99 
Civilization 12/95 $19.99 History of World 05/97 $34.99 Sentient 05/97 $39.99 Warlords 3 08/97 $35.99 
Civilization 2 03/96 $29.99 Hollywood Mogul! 12/97 $39.99 Sentinel Returns 08/98 $45.99 Warlords 3 Add-On 08/98 $29.99 
Civilization 2 Scen 11/96 $23.99 Imperialism 08/97 $29.99 Settlers 2 Gold 04/97 $19.99 Wartorn 05/98 $45.99 
Colonization 11/94 $22.99 Imperium Galactica 06/97 $32.99 Settlers 3 09/98 $44.99 Warwind 2 11/97 $34.99 
Colonization W95 02/96 $34.99 Incubation 10/97 $38.99 Seven Kingdoms 12/97 $35.99 Warwind W95 10/96 $15.99 
Command HO 02/91 $17.99 — Incubation:Wilderness 05/98 $19.99 Seven Kingdoms Plus 05/98 $35.99 Wisdom of the Kings 05/98 $46.99 
Commandos 06/98 $35.99 Industry Giant 04/98 $36.99 Siege 08/98 $35.99 Wooden Ship Iron Mn 10/96 $29.99 
Conflict of Nations 11/98 $46.99 Jaggd Allnc Ddly Game 09/96 $19.99 SimCity 2000 Spec Ed 04/97 $18.99 Worldcraft 2 06/98 $26.99 
Cong New World Dix 11/96 $22.99 Jagged Alliance 03/95 $12.99 SimCity 3000 09/98 $54.99 Worms 2 01/98 $24.99 
Conquered Kingdoms 11/92 $18.99 Jagged Alliance 2 09/98 $44.99  SimSafari 03/98 $26.99 X-Com Apocalypse 08/97 $26.99 
Conquest Earth 09/97 $19.99 Jutland 05/93 $19.99 SimTower 05/95 $19.99  X-Com Terr frm Deep 03/95 $16.99 
Constructor 10/97 $36.99 KKND2 08/98 $42.99  SimTunes 12/96 $28.99  X-Com UFO Defense 06/94 $18.99 
Creatures 06/97 $25.99 KKND Extreme 10/97 $19.99 Small Soldiers 06/98 $28.99 X-Fire 08/98 $45.99 
Creatures 2 11/98 $39.99 _LEDWars 10/98 $41.99 Soldiers at War 05/98 $43.99 7 09/97 _$14.99 
COMPUTER GAMES: ROLE PLAYING 
Anachronox 11/98 $48.99 Disciples of Steel 09/96 $12.99  Gothica 09/98 $48.99 Shadows of Death 05/98 $42.99 
Ancient Evil 06/98 $46.99 Dungeon Master 2 07/95 $15.99 Hexplore 07/98 $44.99  Skyrealms of Jorune 11/94 $32.99 
Arena Deluxe 10/95 $47.99 Elder Scrolls 2 09/96 $39.99 Knights Xentr PG13 12/94 $34.99 Star Trail 11/94 $29.99 
Baldur's Gate 08/98 $46.99 — Eldr Scrils Mrrowind 07/98 $54.99 Lands Lore Grdns Dst 10/97 $28.99  Stonekeep 11/95 $24.99 
Battlespire 12/97 $32.99 Elric 06/98 $45.99 Lands of Lore 3 12/98 $48.99 Swords & Sorcery 09/98 $48.99 
Betrayal in Antara 07/97 $35.99 EverQuest 09/98 $44.99 Legcy Kain Bld Omn 09/97 $18.99 Swords of Heroes 10/98 $46.99 
Buccaneer 10/97 $29.99 FR Descent Undermtn 01/98 $29.99 Might & Magic 6 04/98 $39.99 Thief: The Dark Prict 09/98 $48.99 
Celtica 09/98 $44.99 Fallout 10/97 $44.99 Might & Magic 6 LE 05/98 $54.99 Ultima 9 Ascension 12/98 $52.99 
Diablo 01/97 $34.99 Fallout 2 11/98 $48.99 Mortalus 05/98 $44.99 Ultima Online 09/97 $49.99 
Diablo 2 09/98 $49.99 Final Fantasy VII 06/98 $39.99 Revanant 09/98 $48.99 Wizardry 8 11/98 $49.99 
Diablo Hellfire 12/97 $22.99 Good & Evil 06/99 $48.99 Septerra Core 08/98 $48.99 Wizardry Gold 05/96 $19.99 
ROLE PLAYING GAMES 
AD&D AD&D Dark Sun AD&D Monstrous Comp Ars Magica 4th Ed 08/95 $25.99 
AD&D Core Rules 08/96 $32.99 Black Spine 05/95 $20.99  Annual’95 01/96 $14.99 Call of Cthulhu 02/95 $18.99 
OM Guide 02/95 $20.99 City by Silt Sea 02/95 $20.99 Greyhawk Creatures 07/95 $8.99 Conspiracy X 09/96 $21.99 
Players Handbook 02/95 $25.99 Dragon's Crown 02/96 $21.99  Mystara Monst Comp 04/95 $14.99 Cyberpunk 2020 05/95 $17.99 
Ivory Triangle 09/95 $17.99 Planescape Mon Comp 2 09/96 $14.99  Deadlands Rulebook 10/97 $27.99 
AD&D Accessories Psionic Artifacts 09/96 $16.99 Ravenloft Comp 1&2 06/96 $16.99 Dragonlance Sth Age 09/96 $20.99 
Complete Wizard 05/95 $16.99 Valley Dust & Fire 09/95 $9.99 Earthdawn 06/95 $17.99 
DM Screen & Index 11/95 $9.99 AD&D Planescape Fading Suns 02/97 $21.99 
Deck Magical Items 10/95 $16.99 AD&D Forgotten Realms Campaign Setting 02/95 $24.99 GURPS Rulebook 02/95 $20.99 
Wlithiad 05/98 $16.99 City of Splendors 04/95 $20.99 Dead Gods 12/97 $27.99 Heavy Gear 08/95 $25.99 
Monst Comp Annual 4 01/98 $16.99  Cormanthyr: Empr of Elves03/98 $23.99 Doors to the Unknown 11/96 $10.99 Jovian Chronicles 04/98 $24.99 
Wizard Spell Comp 3 04/98 $22.99 For Duty & Deity 06/98 $11.99 Faces of Evil 08/97 $15.99 MERP 2 Softcover 10/95 $16.99 
Forgotten Realms Cmpgn 07/95 $24.99 — Factol’s Manifesto 09/95 $16.99 Macross 2 04/95 $11.99 
AD&D Al-Qadim Hellgate Keep 01/98 $7.99 Guide Astral Plane 10/96 $13.99 Mage 2nd Ed. 02/95 $21.99 
Arabian Adventures: 06/97 $14.99 Marco Volo Journey 09/95 $6.99 Hellbound 09/96 $20.99 Mechwarrior 07/95 $13.99 
Caravans 10/95 $15.99 | Menzoberranzan 04/95 $24.99  Monst.Comp. Appen.1 04/98 $21.99 Palladium Fantasy 08/97 $20.99 
City of Delights 09/95 $16.99 Ruins Zhentil Keep 01/96 $24.99 Planes Chaos Box 04/95 $24.99 Paranoia Fifth Ed. 05/97 $20.99 
Reunion 05/98 $7.99 Spellbound in Realms 07/95 $24.99 Well of Worlds 02/95 $13.99 Pendragon 4th Ed. 05/95 $19.99 
Undermtn Trilogy 3 0197 «$7.99 Providence Rulebook 12/97 $24.99 
AD&D Birthright Volo Gde All Thngs Magicl09/96 $16.99 AD&D Ravenloft Rifts. 06/95 $21.99 
Book of Magecraft 03/96 $16.99 Wizards & Rogues of Realm02/96$13.99 Castle Forlorn 09/95 $16.99 Robotech 04/95 $11.99 
Cities of Sun 12/95 $14.99 Childrn of Night: Vampre 11/96 $13.99 Shadowrun 2nd Ed. 12/94 $20.99 
Havens Great Bay 11/96 $16.99 AD&D Lankhmar Dark Lords. 04/95 $9.99  StarWars Revised 01/97 $25.99 
Legends HeroKings 11/96 $16.99 Avengers of Lankhmar 07/96 $8.99 Death Unchained 09/96 $10.99 Traveller 09/96 $24.99 
Medoere Domain SB 04/96 $9.99 City of Lankhmar 02/95 $14.99 Forged of Darkness 03/96 $10.99 Trinity 03/98 $25.99 
Riurik Highlands: 01/97 $16.99 Cutthroats of Lankhmar 09/95 $8.99 Island of Terror 02/96 $9.99 Vampire 2nd Ed. 02/95 $24.99 
Sword & Crown 09/95 $8.99 Rogues of Lankhmar 09/95 $7.99 Nightmare Lands 11/95 $16.99 Warhammer Fantasy 06/95 $24.99 
Taline Domain SB 01/96 $5.99 Tales of Lankhmar 08/96 $7.99 Van R's Gde to Ancnt Dead04/95 $13.99 Werewolf 02/95 $23.99 
Tribes of Heartless Wsts 01/98 $16.99 Wonders of Lankhmar 09/96 $7.99 Van R’s Gde to Werebeasts09/95 $9.99 Wraith 02/95 $24.99 





“SIN’ As the leader of HARDCORPS 


sec-force. Armed with an array of 


weaponry and pitted against mean and ugly mutants, you must infiltrate 
the drug circuit and bring it's master mind to justice. Driveable vehicles, 
seamless multi-player gameplay over LAN, modem, or Internet. Quake 
3D Engine enhancements include fog & water effects, translucent mod- 


els, and improved physics. 


Activision Key 
Release: 5/9 
PC CD 


‘AGE OF EMPIRES II'Proceed 
from the Dark Ages to the Fuedal, 
Castle, & Gunpowder Ages in 13 
civilizations. Create formations & 
garrison units, and choose direc- 


mi tions. Board & capture ships & 


COMMANDOS 


BEHIND ENEMY L 


LINES 












choose unit behavior with multi- 
ple aggresion levels. Includes ran- 
dom maps, campaigns, & scenar- 
jos. Separate economic & military 
diplomacy. 


Microsoft (Strategy) 
Release: 12/9: 
Pc CD 


‘COMMANDOS: BEHIND ENEMY 
LINES’ This real-time combat 
game stresses strategy & tactics 
over firepower. Advanced Al con- 
trols over 40 enemy vehicles & 
troops. Features 24 missions in 
N.Africa & Europe, 6 commandos 
with unique abilities, 25 accurate- 
ly modeled weapons, 6 active 





cameras, & shadow & light 

effects. Multiplayer on LAN, 
Internet, & Mplayer. 

Eidos (Strategy) 

Release: ee 

PC cD 

‘ALPHA CENTAURI’ From the 

developer of Civilization & 





Gettysburg. A mother ship's 
human cargo fleeing earth in the 
22nd century splits into 7 factions 
in route to the self-titled destina- 
tion. Colonists can terraform land, 
changing topography to suit 
needs. Determine your infant civi- 
lizations modus operendi. Design 
your own military units. 


Electronic Prat e tH 
Release: 8/9 
Pc cD 






‘COMMAND & CONQUER 2’ once 
again pits the GDI against the 
Brotherhood of NOD. Real-time 
Strategy with all new engine, 
improved controls, dynamic 3D 
terrain, realistic physics, & fully 
reactive environment. Multiple 
levels of warfare allow players to 
get up close or fight from afar. 
Travel under, over, or on terrain. 
Support for 8 LAN players or one- 
on-one via the Internet. 
Virgin tele 
Release: 9/9 
PC CD 


‘MYTH is a tactical level real-time 
strategy game of fantasy warfare, 
with an emphasis on multiplayer 
battles.This medieval universe 
features unprecedented realism 
and detail. Seasons change during 
the course of the game, affecting 
tactical decisions. Real 3D terrain, 
dynamic lighting, and tricky artifi- 
cial intelligence. 


Bungie (Strat ay) 
Release: NOW 
PC CD 


‘FINAL FANTASY VII’ An innovative role-playing game featuring seam- 
less 3D gameplay and animation. Rather than learning spells, characters 
find & buy gems which are mounted on weapons or armor, giving spell- 
like power. Hundreds of pre-rendered, computer-generated backgrounds 
and real-time battles, map screens, and complex engrossing storyline. 
Eidos (Roleplaying) 

Release: 7/98 
PC CD 


“DESCENT FREESPACE’ Battle 
and command up to 12 units in 
dogfights with high resolution 
space craft. Choose your fate in 
branching missions with multiple 
solutions. Multiplayer capable and 
360 degrees of freedom with no 
walls or corridors. Experiment 
with an array of ships & weapons 
at your disposal. Team up with or 
fight your friends in multiplayer 
action over a network. 

Interplay (Action) 

Release: 5/98 

PC CD 


“STAR TREK: SECRET OF VULCAN 
FURY’ Six new Star Trek adven- 
tures that will take you and the 
original Enterprise crew (Kirk, 
Spock, McCoy, Scotty, Sulu 
Chekov, & Uhura) deep into the 
mysterious past of the Vulcan and 
Romulan races. Enemies & allies, 
both old & new, play pivotal roles. 
Players will face challenging 
obstacles, —thought-provoking 
puzzles, & strategic dilemnas. 
Interplay (Adventure) 
Release: 10/98 

PC CD 


“DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill lev- 
els such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible 
graphics and challenging Al. 















Eidos (Action) 
Release: 9/98 
PC CD 





‘UNREAL’ In one seamless flow- 
ing world, race across vast out- 
door and indoor environments, 
enter enchanting cities and mys- 
terious temples. Fierce, fully 
polygonal enemies, Al, & an arse- 
nal of incredible new weapons. 
Use this action/shooter’s easy to 
use object-oriented level-editor to 
design your own levels. Single & 
multiplayer modes. 























GT Interactive (Action) 
Release: NOW 
PC CD 


“HEAVY GEAR 2' New 3-D hard- 
ware-only engine enables you to 
experience a new level of lightning 
fast combat action, as well as 
indoor battles, realistic physics, & 
photo-realistic terrain & graphics. 
The wide variety of battlefields are 
set on multiple planets & include 
swamps, grasslands, volcanic 
areas, arctic zones, & urban base 
sites. New mission design allows 
complex squad commands. 
Activision (Action) 











Release: 11/98 
PC CD 
































prices 
COMPUTER GAMES: ADVENTURE 
Tme Revease Price Tme Revease Pace = Time ReLease Price Tme Revease Price 
7th Guest 09/97 $15.99 Cydonia 06/98 $45.99 Morpheus 09/98 $44.99 Sanitarium 05/98 $37.99 
7th Guest 2 11th Hour 11/95 $14.99 Dark Earth 10/97 $17.99 Myst 03/94 $19.99 Secret of Monkey Isle 09/92 $19.9 
7th Guest W95 10/97 $19.99 Dark Halt 11/98 $44.99 Myst 2: Riven 11/97 $35.93 Siege of Stormhaven 10/98. $48.99 
Abyss: Incidnt Europa 08/98 $43.99 Dark Side of Moon 12/98 $48.99 Nemesis 10/96 $16.99 Silverload 07/96 $28.99 
Adrenix Crisis 06/98 $44.99 Demon Isle 01/99 $48.99 Neverhood 11/96 $22.99 Simon the Sorceror. ‘12/93. $15.99 
Albion 08/96 $19.99 Dig 11/95 $19.99 Nomad 04/94 $16.99 Soul Trap 02/97 $29.99 
Alien Earth 06/98 $42.99 Discworld 2 12/96 $44.99 Obsidian 12/96 $35.99 Space Bar O77 $22.99 
Alien Intelligence 08/98 $45.99 Drowned God 11/96 $12.99 Of Light & Darkness 04/98 $44.99 Spycraft 03/96 $19.99 
Alone in Dark Trilogy 04/97 $25.99 Entombed 01/95 $15.99 Omikron 11/98 $41.99 Star Trek Birth Fed 12/98. $52.99 
Alone in the Dark 02/93 $9.99 Extracters 04/95 $19.93 Outcast 11/98 $48.99 Star Trek Kling Hnr Grd 11/98 $48.99 
Alone in the Dark3 «04/95 $18.99 Fable 03/97 $19.99 Overseer 03/98 $38.99 Star Trek SFAMssn 04/98 $19.99 
AmbersJourneys Beyond 02/97 $29.99 Full Throttle 05/95 $19.99 Pandora Directive 08/96 $29.99 Star TrkJdg RtColl 11/95. $19.9 
Armed and Delirious 14/97 $19.99 Gabriel Knight 2 12/95 $29.99 Patriot Games 08/98 $48.99 Star Trk Judge Rites 12/93 $13.99 
Atlantis 09/97 $32.99 Gabriel Knight 3 09/98 $48.99 Phantasmagoria 2 11/96 $52.99 Star Tk Str Fit Acad 09/97 $38.99 
Azraels Tear 10/96 $12.99 Galapagos 10/97 $19.99 Pharaoh's Ascent 02/98 $25.99 Starship Titanic 04/98 $47.99 
Badlands 10/98 $48.99 Gateway 2 Homeworld 08/93. $18.99 Pirates! Gold 02/95 $19.99 Str Trk Scrt Vien Fry 08/98 $48.99 
Beyond Time 09/98 $44.99 Grim Fandango 08/98 $48.99 Prince of Persia 30 05/99 $48.99 Temujin 10/97 $25.99 
Black Dahlia 02/98 $39.99 Gruesome Castle 10/98 $48.99 Qin Tomb Mid King 07/96 $28.99 Titanic Jrny Out Time 11/96 $29.99 
Blade Runner 11/97 $39.99 Hades Challenge 04/98 $35.99 Queen: The Eye 09/98 $36.99 Tme Wrp Dr Brain 11/98 $33.99 
Bloodwings 06/95 $19.99 Heart of Darkness 08/98 $42.99 Quest for Glory 5 06/98 $48.99 Tone Rebellion 11/97 $25.99 
Broken Sword 10/97 $42.99 Homeworld 08/98 $48.99 Rama 10/96 $26.99 Toonstruck 10/96 $19.99 
Burn Cycle 09/95 $12.99 1D4: Independence Day 03/97 $38.00 Red Jack 08/98 $44.99 Twinsen’s Odyssey 07/97 $39.99 
Byzantine 10/97 $16.99 Jack Orlando 01/99 $43.99 Redguard 09/98 $52.99 UFOS 05/98 $39.99 
Cals Ctime Saloon 04/97 $24.99 Journeyman Project 3. 02/98 $39.99 Reloaded 05/97 $24.99 Ubi 05/98 $42.99 
Chronomaster 02/96 $24.99 Journeyman Project 2. 07/95 $14.99 Return to Krondor 12/98 $45.99 Under Killing Moon ‘11/94 $12.99 
Circle of Blood 11/96 $12.99 KO7-Princeless Bride 11/94 $19.99 Riana Rouge 01/98 $29.99 Versaille 06/97 $39.99 
Clandestiny W95 10/96 $30.99 KO8:Mask of Eternity 12/98 $48.99 Riddle Master Lu 10/95 $14.99 Virtuoso 03/95 $34.99 
Companions of Xanth 05/94 $12.99 Last Express 04/97 $17.93 Robot Club 08/98 $43.99 Warcraft Lord of Cins_ 06/98. $46.99 
Crime Killer 06/98 $39.99 Leisure Suit Lary7 11/96 $48.99 SCARAB 03/97 $38.99 Wheel of Time 12/98 $46.99 
Curse of Monkey Isle 11/97 $35.99 Lighthouse 09/96 $29.99 SPOR 12/96 $19.99 X-Files Adventure Game 06/98 $48.99 
Cyperia 2 09/97 $12.99 Lion 12/95 $19.99 SQ6 Spinal Frontier 07/95 $19.99 Zork: Gind Inquisitor 10/97 $39.99 
Cyberia 12/94 $19.99 Lost Vikings 2 05/97 $19.99 Sacred Mirror of Kolun 11/96 $29.99 _Zork:Nemesis 04/96 $28.99 
COMPUTER GAMES: SPORTS 
AME Pro Bow! 3D 03/98 $19.99 FPS Football 99 11/98 $42.99 Links LS Pelican Hill 07/97 $17.99 PGA Tour Pro W95 07/97 $48.99 
All Star Baseball 99 05/98. $44.99 FPS Skiing 01/98 $47.99 Links LS Valderrama 09/97 $17.99 Rocky Mtn Trophy Hntr 05/98. $18.99 
Baseball Mogul 99 05/98 $28.99 FPS Trophy Bass Avis 11/97 $36.99 MS Baseball 3D 05/98 $45.99 SS Baseball Pro 9B «06/98 $19.99 
Bass Pro Fishing 06/98 $18.99 Fishing Fever Dix 04/98 $15.99 MS Golf 98 05/98 $48.99 SS Football 98 06/98 $19.99 
Big Game Hunter 03/98 $19.99 Game, Net & Match 05/98 $39.99 Madden FB 98 10/97 $45.99 SS Ski Racing 06/98 $36.99 
Big Game Hunter Add-On 07/98 $15.99 Golden Tee Goll 98 05/98 $39.99 Madden NFL 99 09/98 $44,99 SS Trophy Bass 20x 06/98 $26.99 
Bird Hunter 09/98 $17.99 Golf Pro: W/ Gary Player 04/98 $42.99  Mastrerft Extrm Watr Spts 08/98 $17.99 SS Trophy Rivers 06/98 $36.99 
Browning's Duck Hunter 05/98 $15.99 Golf:Elite Collection 03/98 $19.99 Moto Racer GP 2 09/98 $44.99 Salt Water Fly Fishing 04/98 $15.99, 
Crosman Extre Paint Bravi07/98 $16.99 Grant Hill Fant Bskbl_ 03/98 $19.99 NBA Live 98 10/97 $39.99 Sensible Soccer 98 06/98. $28.99 
Deer Hunter 02/98 $18.99 Hard Ball 5 Enhanced 07/97 $19.99 NCAA Football 98, 10/97 $29.99 Tiger 99 06/98 $44.99 
Deer Hunter Companion 05/98 $11.99 Hardball 6 (04/98 $44.99 NCAA Football 99 09/98 $4499 Tiger'99 TPC Courses 06/98 $18.99 
Deer Hunter Ext Seasn 05/98 $12.99 High Heat Baseball 04/98 $22.99 NFL Gameday 99 08/98 $39.99 Tiger 99 Tournament Crs 06/98 $18.99 
Duck Hunter Pro 08/98 $17.99 Jack Nicklaus 4Clsc 03/98 $15.99 NHL Breakaway 98 05/98 $42.99 Triple Play 99 03/98 $44.99 
Extreme Fishing 06/98 $17.99 Jack Nicklaus GollS ‘12/97 $35.99 NHL Hockey 98 09/97 $45.99 VR Baseball 99 03/99 $37.99 
FIFA Road Wrid Cup 98 12/97 $41.99 Jimmy Hstns Bss Tin USAO4/98 $19.99 NHL Hockey 99 10/98 $44.99 Wild Turkey Hunt 04/98 $15.99 
FOX Sports Golf 99 06/98 $39.99 Legends of FB 98 08/97 $38.99 NHL Power Play98 10/97 $32.99 World Cup 98 05/98 $44.99 
FOX Sports Soccer 9906/98 $39.99 Links LS 98 07/97 $2.99 NHL Powerplay 99 09/98 $44.99 World League Soccer 98 05/98 $44.99 
FPS Baseball 98 06/97 $28.99 Links LS Cng Ctry Clb 08/97 $17.99 Need for Speed 3 10/98 $44.99 Worldwide Soccer 98 09/97 $39.99 
FPS Football 98, 11/97 $29.99 Links LS Davis Love 06/97 $17.99 PBA Bowling 2 10/98 $35.99 _Zedco Pro Fishing 30 05/98 $19.99 
COMPUTER GAMES: HINT BOOKS 

Action Adventure Simulation Extreme Warfare 08/98 $16.99 

Best Action & Arcade 11/96 $15.99 Black Dahlia 03/98 $15.99 F-15 05/98 $15.99 Heroes M&M 3 07/98 $16.99 
Blood 06/97 $16.99 Blade Runner 01/98 $14.99 Falcon 4.0 07/98 $16.99 Lords of Magic 0198 $15.99 
Daikatana 08/98 $13.99 Curse of Monkey Isle 01/98 $15.99 Grand Prix Legends 06/98 $15.99 Lords of Realm 2 0297 $14.99 
Daikatana 08/98 $17.99 Gabriel Knight 3 09/98 $18.99 MS Flight Sim 98 11/97 $18.99 MF Cybarstorm 2 05/98 $18.99 
Dark Forces 2 12/97 $16.99 Homeworld 08/98 $16.99 Mechwarrior 3 09/98 $16.99 Master of Orion 2 11/96 $16.99 
Duke Nukem Internet 11/96 $16.99 King’s Quest 8 08/98 $16.99 Privateer 3 09/98 $17.99 MechCommander 07/98 $16.99 
Duke Nukm 30 Atomic 04/97 $16.99 Quest for Glory 5 06/98 $16.99 Red Baron 2 02/98 $16.99 Mechcommander 07/98 $14.99 
Duke Nukm 30 Editor 07/96 $16.99 Warcraft Adventures 06/98 $16.99 Starsiege 09/98 $18.99 Myth 0198 $16.99 
Halt Life 06/98 $16.99 X-Files Adventure Game 06/98 $16.99 Wing Commander 01/98 $16.99 Pax Imperia 2 05/98 $14.99 
Hexen 2 10/97 $13.99 Zork: Grand Inquisitr 12/97 $12.99 X-Wing Collectors Sts 08/98 $16.99 Populous 3 08/98 $16.99 
Jazz Jackrabbit 2 08/98 $12.99 Role-Playing Strategy Rebellion 04/98 $15.99 
Lara's Book 05/98 $16.99 Elder Scrolls 2 10/96 $11.99 Agents of Justice 03/98 $15.99 SWAT2 05/98 $16.99 
Prey 07/98 $18.99 Land Lore 2 12/97 $13.99 Alpha Centauri 08/98 $16.99 SimCity 3000 05/98 $16.99 
Quake 2 01/98 $14.99 Might & Magic 6 05/98 $16.99 Caesar 3 08/98 $16.99 StarCon 09/98 $17.99 
Quake 2 Comp Surv Gde 03/98 $10.99 — Revanant 09/98 $17.99 Civ2 Adv Strategies 12/96 $12.99 Starcraft 05/98 $17.99 
Quake Game Strategy 10/96 $15.99 Riftwar Legacy 12/95 $16.99 Commandos 09/98 $17.99 Total Anninilation 03/98 $17.99 
Quake Map Guide 05/97 $9.99 Thiet Dark Project 11/98 $17.99 Conquest New World 05/96 $14.99 Warcraft 2 03/96 $14.99 
Sin 05/98 $13.99 Ultima 8 11/94 $12.99 Dark Reign 10/97 $9.99 Warlords 3 09/97 $14.99 
Tomb Raider Anthology 04/98 $15.99 Ultima 9:Ascension 12/98 $16.99 Dawn of War 11/98 $17.99 X-COM: Apocalypse 09/97 $14.99 
Unreal 05/98 $15.99 Ultima Collection 02/98 $16.99 Dominion Storm 06/98 $15.99 X-COM Terror frm Deep 07/95 $14.99 
Unreal Cnstrction Kit 06/98 $15.99 Ultima Online 10/97 $16.99 Dune 2000 06/98 $17.99 _X-COM UFO Defense 12/94 $15.99 

COMPUTER GAMES: ADULT 

2069 Oriental Sex Odys 11/96 $49.99 Club Royal (04/98 $39.99 Elite Models 1-4.ea. 04/97 $18.99 Porno Poker 12/95 $36.99 
Ace In the Hole 10/97 $39.99 Crystal Fantasy 09/95 $39.99 Fantascenes 4 06/98 $39.99 Romsott Three Pack 02/96 $19.99 
Adult Image Lib 2 Plus 06/97 $29.99 Cyber Photographer 08/96 $29.99 Femme Fatale 09/95 $28.99 Ropes & Chains 02/96 $19.99 
Aladdin & City of Sin 04/98 $32.99 Dada House 02/98 $19.99 Fuzz Buzzers 09/96 $29.99 Samurai Pervert 2 0197 $49.99 
Arabian Nights 03/98 $39.99 Deep Thrt Gris 4Pk 06/96 $49.99 Girlfriend Donna 12/96 $39.99 Scissors N' Stones 02/94._$19.99 
Asian Paradise 02/96 $29.99 Devil in Miss Jones 12/93 $19.99 Glamor Girls 1-3ea. 02/96 $18.99 Sex With Farrah 05/98 $42.99 
Asian Silk 10/96 $16.99 Dirty Debutantes 1 or2 06/94 $29.99 Heidi's Girls Exposed 07/96 $19.99 Sex With Rayleen 05/98 $42.99 
BY Babes 01/98 $25.99 Diva X Rebecca 08/96 $34.99 Hollywood Body Double 09/95 $29.99 Seymore Six Pack 01/96 $39.99 
Babe Patrol 10/95 $19.99 Diva X: Kanako 03/98 $34.99 Jade Palace 09/96 $28.99 Space Sirens 2 09/95 $34.99 
Bangkok Nights 04/96 $19.99 Diva X: Kaoru 11/97 $34.99 Just Jenna 05/98 $29.99 Strip Fighter 10/96 $39.99 
Bankok Beauties 02/95 $29.99 Domin-A-Trix 2 09/96 $23.99 Latex 02/96 $49.99 Strip Poker Pro 2 12/95 $39.99 
Beverly HI Call Gris 07/96 $12.99 Dream Machine 2 10/96 $49.99 Luscious Lady Lingerie 04/96 $19.99 Tabloid Beauties 12/94 $29.99 
Busty Babes 4 11/95 $36.99 Duke Screw'em 12/96 $49.99 Net Erotique 02/96 $35.99 Tokyo Nymphs 04/96 $12.99 
Cabin Fever 07/97 $34.99 Elite Centerfold Mod tor 204/96 $18.99 Nightwatch Int 3 07/96 $29.99 Vampire's Kiss 10/94 $34.99 
Celebrity Nudes 01/95 $19.99 Elite European Model tor 204/96 $18.99 Passion Poker 06/96 $29.99 Virtual Valerie 2 08/95. $32.99 
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Tme Rawase Pace = Te Reuse Pace Te Rewase Price Tmt Revease Price 
101st Airborne Normandy 08/98 $39.99 Close Combat 2 11/97 $42.99 Opertion! Art of War 05/98 $39.99 Tides of War 07/98 
‘Achtung Spitfire 09/97 $39.99 Close Combat 07/96 $38.99 Over the Reich 11/98 $33.99 Tigers on Prowl 2 12/96 ow a _ 
Aegis 04/94 $19.99 Custers Last Command 10/95 $28.99 Pacific General W95._ «07/97 $29.99 _V Victory Bundle 11/95 DIAMOND MONSTER 3D II’ This 3D add-on upgrade card works with 
Aika Korps 08/98 $42.99 D-Day Amer Invades 09/95 $34.99 Pacific Tide 08/98 $45.99 V Victory Market Grin 04/93, your existing 3D graphics card or 2D/3D combo card. Using the next gen- 
Age ot Sail 11/96 $29.99 Defend the Alamo 10/95 $19.99 Panthers in Shadows 09/95 $41.99 V Victory Utah Bch 02/95, eratidn 3Dfx Voodoo? chipset, it simply blows away every previous stan- 
Aide de Camp 07/94 $44.99 East Front 11/97 $39.99 Panzer General 2 10/97 $33.99 V Victory Velk Lki 02/95 dard of performance. Features include texturing and explosive speed at 
Aide de Camp 2 01/98 $44.99 East Front Camp 03/98 $23.99 Panzerblitz 10/98 $42.99 War Along the Mohawk 07/98 over 60 frames per second! Includes {ree games (8meg): Special Edition 
Allied General 12/95 $19.99 Fifth Fleet 12/94 $39.99 People's General 10/98 $42.99 War Inc. 1097 Star Wars Game Pack, Heavy Gear Full Version, Tomb Raider 2 Special 
American Civil War 06/96 $28.99 Fifth Fit Scen Mod 1 “10/95 $19.99 Prelude to Waterloo «10/97 $19.99 War in East Rostov 04/98 $24.99 es * 
Banzai 04/91 $9.99 Final Liberation 11/97 $28.99 Road to Moscow 09/98 $43.99 War in Europe 05/98 $39.99 En eoliand lols of amo Games API Support 
Battle of Britain 1940 10/98 $44.99 Fleet Med 04/91 $19.99 Semper Fi 02/98 $33.99 War in the East: Crimea 04/98 $24.99 8 ‘ Direct 3D * 
Battle of Bulge 07/98 $42.99 Flight Cmmd 2 MB 08/95 $19.99 Sid Meier's Gettysbrg 10/97 $43.99 War in the East: yum 04/98 $24.99 Diamond (Hardware) megs: MiniGL * 
Battlegrnd Antietam 11/96 $18.99 Flight Commander 2 01/95 $34.99 Squad Leader 12/98 $39.99 Warin the East: Kiev 04/98 $24.99 Release: NOW Glide + | 
Battlegrnd Bulge 10/96 $18.99 Great Battles Caesar 03/98 $34.99 Stalingrad 02/95 $39.99 War in the East: Leningrad04/98 $24.99 PC 12 megs: | (Voodoo, Voodoo2) 
Battlegrnd Bull Run 05/97 $21.99 Great Battls Alexndr «06/97 $34.99 Stee! Panthers 10/95 $19.99 Wargame CS3.Cmp1 03/97 $12.99 srpeqent ses 
Battlegrnd Gettysbrg «12/95 $18.99 Great Bttles Hannibal 11/97 $34.99 Stee! Panthers 2 11/96 $19.99 Wargame CS2 SD12 11/94 $14.99 “SAITEK X36 CONTROL SYSTEM’ 
Battlegrnd Mid East 09/98 $42.99 Guadalcanal 08/98 $39.99 Steel Panthers 3 11/97 $26.99 Wargame CS2 SD13 03/95 $14.99 includes the fully programmable 
Battlegrnd Shiloh 07/96 $18.99 Harpoon2 06/94 $18.99 Steel Panthers Arsenal 05/98 $37.99 Wargame CS2 SD14 04/95 $14.99 X36F Control Stick & X35T 
Battlegrnd Waterloo 05/96 $18.99 Harpoon 97 11/96 $29.99 Steel Pnthrs2Cmp1 04/97 $15.99 Wargame CS2 SD4 11/94 $14.99 Throttle & Rudder Control 
Broken Alliance 12/96 $23.99 Harpoon Classic 10/94 $18.99 StI Pnthers Cmp 1-2ea 08/96 $15.99 Wargame CS2SD5 04/96 $14.99 Saitek (Hardware; 
Charge Light Brigade 02/91 $15.99 _Line in the Sand 12/92 $9.99 Storm in the West 04/98 $33.99 Wargame CS2 S07 11/94 $14.99 _____ Release: NOW PC 
CincPac Midway 10/94 $18.99 Nam 06/98 $19.99 TACOPS 98 07/98 $35.99 Wargme CS 3.w/Cmp1 06/97 $19.99 ) Both Fi X35T:2xFireButtons,4WayHat| 
Civil War Experience 10/98 $46.99 Napoleon in Russia. 05/97 $17.99 Tank Resistance 2024 05/98 $39.99 West Front 09/98 $44.99 oth ror Switch RudderControl,2xRotary 
Civil War Generals 11/97 $41.99 Operation Crusader ___07/95_$34.99 Third Reich 10/96 $29.99 Zulu War 09/96 $29.99 Controls MouseController. 
BOARD GAMES i a = 
1830 RR & Rbbr Brons 12/94 $20.99 Caesar: Gallic Wars 06/98 $45.99 Invasion: Sicily 05/98 $24.99  Rommel’s Battles 11/96 $17.99 [X36F:5xFireButtons 2x8Way| 
1944 Second Front 12/94 $29.99 Circus Maximus 12/94 $11.99 Iron Dragon 11/94 $25.99 Sam Grant 02/97 $39.99 Pavitt EUS 
4 Battles Anc, World 01/95 $21.99 Colonial Diplomacy 01/95 $42.99 Kremlin 12/94 $14.99 Samurai Swords 04/97 $38.99 Pinkie Shift Function with LED. 
‘Across 5 Aprils 12/94 $23.99 Colorado Rails 02/97 $16.99 Krieg! 08/96 $36.99 Saratoga 06/98 $24.99 
Advanced Civilization 12/94 $25.99 D-Day 12/94 $18.99 Lionheart 10/97 $35.99 Selt Catan Seafarers 05/98 $29.99 
Advanced Squad Leader 12/94 $37.99 Decision in France 09/96 $19.99 —Longstreet’s Assault 01/95 $24.99 Siege of Jerusalem 12/94 $27.99 ~~ | ‘SUNCOM SFS THROTTLE’ is 
Age of Renaissance 12/96 $42.99 Deluxe Diplomacy 12/94 $41.99 March to Victory 05/98 $79.99 Sink the Bismarck 1294 $26.99 designed to operate flawlessly 
Alamo 1295 $15.99 Die Hanse 11/96 $39.99 Midway 12/94 $19.99 Stonewall Jackson Way 12/94. $27.99 with every control stick on the 
Alexanders Generals 01/95 $32.99 Empire Builder 03/96 $25.99 Monopoly Deluxe 05/98 $29.99 Stratego 07/96 $19.99 market & is completely hardware 
Ancient Empires 01/95 $29.99 EuroFront 11/96 $29.99 Napoleon's Battles 12/94 $24.99 Texas Revolution 05/96 $18.99 programmable. The split throttle 
Antietam Campaign 08/96 $25.99 Eurorails 11/94 $24.99 On To Richmond 06/98 $34.99 Tracks to Titicaca 0197 $36.99 halves will drive your inboard & 
‘Armies Carthaginian War 10/97 $11.99 Famous Victory 05/98 $32.99 Panzerblitz 12/94 $18.99 US. Rails 12/96 $12.99 outboard engines & will make 
Atlantic Storm 04/98 $24.99 Fields of Glory 01/97 $39.99 Patton's Best 12/94 $21.99 Victory in Normandy 02/95 $11.99 | those old rudder pedals a thing of 
Axis & Allies 11/94 $39.99 For The People 05/98 $43.99 Piercing the Reich 09/95 $29.99 WW? Pacific Theatre 09/95 $29.99 | the past. Every button is fully pro- 
Battles Anc. World 2 05/96 $32.99 Give Me Liberty 04/95 $22.99 Platoon 12/94 $16.99 War To End All Wars 06/98 $17.99 | grammable & you can re-program 
Battletech 4th Ed 12/94 $21.99 Golan to Sinai 09/95 $16.99 Quests of Round Table 10/96 $16.99 War of 1812 0195 $34.99 the throttle in the game! 
Bells of War 05/98 $42.99 Guadalcanal 12/94 $26.99 Rebels & Redcoats 2 04/95 $25.99 Warhammer 40K 11/94 $59.99 
Bloodst Day Antietam 09/95 $29.99 Hannibal 03/96 $32.99 Republic of Rome 94 $29.99 We the People 12/94 $29.99 Suncom (Hardware 
Borodino 41 09/95 $26.99 Here Come the Rebels 12/94 $23.99 Rise of the Red Army 06/98 $17.99 World War One 09/95 $11.99 Release: NOW 
Britannia 12/94 $19.99 History of the World 12/94 $27.99 Risk 03/96 $28.99 World in Flames Dix 11/96 $89.99 PC 
PLAYSTATION NINTENDO 64 | —= TNE aERRTIGIRSRTGTE 
Alundra 01/98 $42.99 Other Life Azure Dreams 06/98 $56.99 Aerogauge 05/98 $54.99 Madden Football99 11/98. $62.99 WAR’ This volume covers all mod- 
Apocalypse 06/98 $44.99 Parasite Eve 08/98 $59.99 All Star Baseball 99 05/98 $64.99 Mike Piazza Strike Zone 06/98 $63.99 ern warfare from 1939 to 1953, 
Breath of Fire 3 05/98 $43.99 Populous 3 07/98 $46.99 Banjo-Kazooie 06/98 $52.99 Mission Impossible 05/98 $72.99 including the war with Germany 
C&C Red Alert Retal 08/98 $46.99 Quake 06/98 $45.99  Conker's Quest 06/98 $53.99 Mortal Kombat 4 06/98 $64.99 and Japan, the Korean War, and 
Colony Wars 2 Vendetta 09/98 $44.99 Resident Evil 3 12/98 $51.99 Contra 64 06/98 $66.99 NFL Blitz 09/98 $62.99 hypothetical battles, Game scaling 
Duke Nukem Time Kill 09/98 $41.99 SpecOps 11/98 $46.99 Cruis'n the World 10/98 $52.99 Quest 64 06/98 $69.99 from company to corps level and 
Grand Theft Auto 0.C. 11/98 $44.99 Supercross 98 05/98 $42.99 Diddy Kong Racing 12/97 $52.99 Road Rash 64 10/98 $66.99 2.5 miles per hex to 25 miles per 
Heavy Gear 09/98 $44.99 Tecmo's Deception 2 06/98 $43.99 F-Zero 64 08/98 $62.99 Star Wars:Rogue Squad 09/98 $64.99 hex. Twelve major scenarios with 
Lands Lore Guard Destiny 09/98 $48.99 Tomb Raider 2 1197 $47.99 Forsaken 05/98 $65.99 Super Mario Kart R 02/97 $32.99 S, -ae Ps stunning 16-bit graphics, 
Legacy Kain Soul Reavr 10/98 $46.99 Tomorrow Never Dies 12/98 $46.99 GEX2 08/98 $59.99 Superman 64 06/98 $69.99 : 
Lunar Silver Star Story 09/98 $43.99 Turok Dinosaur Hunter 2 06/98 $48.99 Golden Eye 007 09/97 $64.99 Turok Dinosaur Hunter 208/98 $74.99 
Metal Gear Solid 07/98 $44.99 Twisted Metal 3 12/98 $44.99 Ken Griffey Jr Based! 05/98 $54.99 Unreal 11/98 $69.99 no LWA i Talonsoft(War) 
Mortal Kombat 4 06/98 $46.99 Vigilante 8 05/98 $44.99 Legend Mystical Ninja 64 05/98 $59.99 Waialae Country Club 07/98 $53.99 nt Release: 6/98 
Ninja 08/98 $43.99 _WarGames Defcon 1 06/98 $45.99 Legend of Zelda 11/98 $74.99 Yoshi's Story 64 03/98 $52.99 | 5 ay as PC CD 
; 5 | 
| COMPUTER GAMES: BUNDLES COMPUTER GAMES: ARCADE ee 
30 Ultra Collection 05/98 $39.99 Intrply Ult Strt Arch 06/98. $29.99 30 Ultra Pinball CE 05/98 $29.99 Grand Theft Auto 03/98 $41.99 legendary Forgotten Realms cam- 
‘Aces Collection 2 05/97 $32.99 Mech 2 Titanium Tril 04/98. $39.99 Abe's Odysee 11/97 $38.99 Lode Runner Il 08/98 $36.99 paign world. Uses a transparent 
C&CRADomintion Pk 10/97 $49.99 Megapak 9 06/98 $39.99 Addiction Pinball 05/98 $24.99 Pro Pinball Big Race USA 11/98 $29.99 interface an gameplay that uses a 
Conquer the Universe 04/97 $19.99 Quake Mission Pack Bndle02/98 $29.99 Asteroids 10/98 $39.99 Pro Pinball Timeshock 12/97 $28.99 real-time modification of the ADD 
Conquer the World 10/97 $19.99 SS Nascar 50th Ann SE 06/98 $34.99 Balls of Stee! 01/98 $29.99 Return Fire 2 09/98 $42.99 rules system. There are over 60 
Descent Defin Coll 01/98 $19.99 Ultima Collection 02/98 $38.99 Choplifter 12/98 $44.99 South Park 04/99 $43.99 monsters to fight, you control a 
Eye of Beholder Tgy ‘10/93 $15.99 Ultimate Civ War Coll 05/98 $39.99 Earthworm Jim 30 08/98 $38.99 Toshinden 2 05/98 $39.99 party of six each with unique 
Heroes MEM Compend 10/97 $37.99 _ You Don't Know Jack Pck 03/98 $39.99 Extreme G 2 09/98 $44.99 Youngblood 07/98 $39.99 abilities and personas. 
( COMPUTER GAMES: TRADITIONAL 
Battleship 11/96 $29.99 Mastermind 09/98 $19.99 FREE GAME OFFER! 
Bridge Delux 2W95 01/98 $32.99 Monopoly Star Wars 10/97 $39.99 x eae 2S Interplay (Rol in 
Brunswick ilards 05/97 $23.99 Monopoly World Cup 05/96. $20.9 [SPend the specified amount on any in-stock software and choose one free aay etaplart rae 
Chassmnsear'ss00 ior ‘saran ‘pubis 08/98 $39.99 _|!8M game from the corresponding list. Request must be made at time of PC CD 
order. Offer good on in-stock software only, while supplies last. Limit 2 
Clue 11/96 $29.99 Pictionary 12/97 $19.99 _Iner customer. Valid through 7/26/98. 
Galaxy of Mahjongg «01/98 $19.99 Shanghai Double Pack 09/97 $25.99 “DIABLO Il: INFERNO” Five new 
Great Fishing 03/98 $16.99 Shanghai Dynasty tan $3809) | si character classes with unique 
Head Rush 09/98 $38.99 Simpsons Virtual Spring 10/97 $24.99 — ‘ attributes & abilities. Four differ- 
Hong Kong Mahjong ‘12/96 $21.99 Stratego 0998 $39.99 ade Sports Shorts CD, Casino Gambler's Kit 3.5 Origamo 3.5 ent, fully populated towns, multi- 
Hoyle Board Games 02/98 $29.99 Virtual Poo! 2 DVD 05/98 $46.99 | Ravenloft 182 Bundle CD, Total Mayhem CD, Battles of Destiny 3.5, ple dungeons, caverns & crypts. 
Isle of Four Winds 05/98 $36.99 Virtual Pool2 WiMse 05/98 $44.99 | eyperjudas CD Expanded world filled with all-new 
Lego Island 10/97 $22.99 X-Files Unres Access 04/98 $28.99 | SPEND $200 quests, weapons, spells, armor, & 
Leisure Suit Larry Casino 06/98 $39.99 You Dnt Know Jack3 01/98 $28.99 | Wolf Hunt or be Hunted CD, Great Naval Battles 3&4 CD, World Circuit 3.5, monsters. Advanced combat sys- 
Make Your Own Opoly 07/98 $48.99 You Dnt Knw Jk XXXL 01/98. $34.99 [Alone in the dark 3.5 tem which incorporates class- 











Visa, MC & Discover accepted. Checks held 4 weeks, Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 
applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
"per order’ charge is charged once per order placed, the ‘per item’ charge is charged once 
for each item ordered and the “per shipment’ charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
(Computer Games Strategy Plus. Call for details. 











Standard Priority Express Express. Mail To Mail To 
US. Mail U.S. Mail Canada The World 
710 Days 2:30us = 2Dy =A Day ZOas 7-14 Days 

Per Order $1.00 $200 $200 $2.00 $2.00 

Per Shipment $125 $1.00 $5.00 $13.00 $2.00 

Per Item $075 $1.00 $1.00 $2.00 = $2.00 
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specific fighting techniques & 
Spells. 


Blizzard (Roleplaying) 
Release: 10/98 
PC CD 





Flying the unfriendly skies 

James Hunt's review of Jane's F-15 [CGS+ 92] is 
off-base in a few of the statements, due to 
what appears to be a lack of research on Mr. 
Hunt's part. 

When discussing the plane’s power, he com- 
pares the F-15E modeled in the game with an 
F-15C. Same design, but different aircraft. The 
F-15E in the sim is modeled with the Pratt and 
Whitney “Dash 220” engines that were original- 
ly used for the Strike Eagle—these engines are 
rated at around 23000lbs thrust, which barely 
gives the Strike Eagle a 1:1 thrust to weight 
ratio unloaded. Even the newer “Dash 229” 
engines, with 29,000lbs thrust, give a slightly 
greater than 1.25:1 thrust to weight ratio. Add 
on the CFTs, and the bottom line is that a Strike 
Eagle is not the zoom climb monster that the F- 
15As and Cs are. 

Had Mr. Hunt performed a bit of research, 
he'd know that F-75 was never intended for 
multiplayer, and the head-to-head was added 
as an afterthought. He also compares it to 
Longbow 2 when talking about the lack of mul- 
tiplayer support (“Co-op play is one of the 
strongest features of Longbow2, and with the F- 
15E being a 2-seat aircraft, it was almost an 
expected feature”). Longbow 2 was the multi- 
player-enhanced follow up to Longbow/Flash 
Point Korea. The original Longbow (which is a 
two seat aircraft, last time | checked) did not 
have multiplayer either. Again, a week in the 
newsgroups or reading any review on F-15 
would have found Andy Hollis implying that a 
future version of the game (version 2, maybe?) 
will have co-op multiplayer support. 

| don’t mind a person not liking a simula- 
tion—each person has their own tastes. | do 
find it offensive when an author is blatantly 
wrong about facts. 

Pete Marone 
Via Internet 


Whether or not F-15 was intended for multiplayer 
from day one is irrelevant—a review addresses 
the features as implemented in the final product. 
The fact that multiplayer was, in your words, “an 
afterthought” adds even more credibility to the 
criticisms of that feature. 

As for your comments about a version 2 of F- 
15 addressing most of these issues, you're proba- 
bly right; however, that doesn’t make the criti- 
cisms of this version factually incorrect. -ed 


Your review of Jane's F-75 wasn’t bad; however, | 
found flaw with your using an F-15C jock to tell 
you how an F-15E should fly. The F-15E 
unloaded will not accelerate in the vertical. The 
plane wasn’t designed for it and with the addi- 
tion of FAST packs and the second cockpit, 
weight is even more of a consideration. You're 
comparing two distinctly different aircraft even 
though they have virtually the same designation 
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(much like the F/A-18A to the F/A-18E). There is 
no true comparison that way. Other than that, | 
think you hit it pretty much on target. 
John Skibo 
Senior Logistics Engineer 
F/A-18 Retrofit 
McDonnell Aircraft and Missiles System 
The Boeing Company 


Though the writer is aware of the differences 
between the two planes, he used the F-15C pilot 
as a source because he felt that he would possess 
more insight on flight modeling than a computer 
game reviewer. -ed 


| usually take game reviews with a grain of 
salt, suspecting the reviewer is usually trying 
to help sell the game. Since | already owned 
F-15, | read this review with some consider- 
able insight. 

I think that it’s the newest and best sim out 
there now, with truly ground breaking realism. 
But as | read your review of the game, | must 
say that | got the feeling this guy has actually 
played the game in depth, and his review was 
right on. 

Keep up the good work. 

surfdog 
Via Internet 


| just read your review of F-15 and think its 
pretty much on the mark. While | love the sim, 
it has some glitches that you were kind enough 
to overlook. The argument that can’t be won 
here is what is factually accurate and what isn’t. 
‘ll bet you could start a heated debate among 
actual F-15 pilots over the plane’s performance. 
Overall, it’s a good simulation, not a great 

one, nor does it set any new standards in the 
market. | am patiently awaiting the next 
release, as | suspect we've beta tested this one 
long enough.... 

Randy King 

Via Internet 


Great review of Jane's F-15. The author summa- 
tized my feelings to a tee. | would love to see 
another review once a patch is released. 
Leigh Woolley 
Via Internet 


WwooooPs 


I'm a dedicated fan of Games Workshop and all 
of the Warhammer games. In your review of 
Chaos Gate [CGS+ 91], you have this sentence: 
“one can almost imagine them [Warhammer 
players] ... demanding ‘more WAARRGGHH!”" 
The orc cry is actually WAAAGGHH!— there are 
no “R"s. 

Also on the fourth line of the second column 


there is a question as to whether there are 
female Ultramarines. There aren't any. 
Matt 
Via Internet 


We must have been under the impression that the 
orcs were from Brooklyn, hence the “R’s would 
have existed but would have been silent. -ed 


Beta tester praise 

lam writing this in response to John Hamilton's 
letter “Beta Tester Revolt(ed)” [CGS+ 97]. | too 
have been a beta tester for Activision. | have 
tested Interstate 76, Zork Grand Inquisitor, and 
most recently Battlezone. 

| have never had any of the problems John 
cited and have been very happy with the level 
of response that the beta test manager 
(Jonathan Moses) has given to me. My com- 
ments and criticisms were always promptly 
acknowledged and taken into consideration. | 
have never been made to feel “childish” or 
“immature” even when what | sent in a report 
might be considered that way. 

I think John’s experience is a very rare case 
and hope he is still testing. After all, good 
games require good beta testers. 

Ken Rumsey 
Kissimmee, FL 


If you needed proof... 
In the article “A Kaleidoscope of RPGs” by Cindy 
Yans, she wrote that “Certainly the pen and 
paper RPGers still exist, the ones that didn’t fol- 
low Hale-Bopp, that is...” As a person who plays 
pen and paper RPGs, that statement is 
extremely offensive. It was completely uncalled 
for, and paints us as a bunch of insane psy- 
chopaths. With remarks like this, it’s no wonder 
that the hobby as a whole has been under such 
constant attack for so many years. Maybe Ms. 
Yans should think twice before writing such 
remarks in the future. As of this letter, | will 
never, ever, buy another copy of your maga- 
zine again. 

Adam Krump 

Via Internet 


That humor-removal operation sure is painful, 
isn’t it, Mr. Krump? -ed 





WE'RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 














Coming in August to a PC near you! 


Award-winning, arcade style gameplay: 
easy to learn, fun to play, challenging to 
master 


TrackSwing™ technology lets you 
swing naturally using the mouse 


Golden Tee Net™ - Seamless Internet 
play through our free matchmaking 
service 


Shadow Game™ allows 
ap, and compete against 
avorite saved games 


Revolutionary 
you to sav 
other player: 





Entertaining and informative tips by 
PGA? pro golfer Peter Jacobsen 


Changing pin and tee placements, 
variable green contour and wind 
velocity add infinite replay value to 
every hole 


INCREDIBLE 


Picture-In-Picture window lets you se 


watch the action unfold from a variety 
of camera angles 


Detailed statistics and course 
summaries 





TECHNOLOGIES 
Works great with laptops 


Multiplayer competition via Internet, 
LAN, modem or direct link 
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“Utima’ Ascension. Take Fantasy 1 te Piiciee: 
www.ultima- dscensior};com 
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